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POWERAOUSE 


Thank you for buying this product. It is the result of a great deal 
of hard work and careful thought, and we hope that it will give 


you many hours of enjoyment. 


We are proud of our games, but we Know that they can never be 
perfect. If you have any ideas about how we can improve, we 
would be delighted to hear from you. Please take the time to fill 
out the enclosed registration card. We can then add you to our 
mailing list and keep you informed of new products and special 


offers as they come out. 


Please check your technical supplement and tutorial booklet and 
the file on your game disk entitled README. TXT for infor- 
mation on the changes made and additional features added to 

PowerHouse after this manuscript went to press. 


PowerRHousE Copyright © Impressions 1995 
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THE POWER 
Is in your hands... 


The beginning of the 21st century was a time of world-wide hope and 
optimism. A communication revolution had cleared the way for a 
thriving global network of business and commerce. International con- 
flicts eased as world affairs fell increasingly under the control of the 
United Nations, a powerful alliance of that embraced all nations. And 
most of all, technology blossomed, offering prosperity and comfort to 


advanced countries, and promise to developing ones. 


Before long, however, the leadership of the powerful U.N. would be 
tested. As the second decade of the century commenced, the same 
surge in technology that had offered so much hope began to signal doom 
as it demanded a higher price than the world was able to pay. Fuel 
demands began to outstrip available supplies. 


Across the globe, despite decades of talk of cheap and clean alternative 
fuels, industry, transportation, even everyday life leaned heavily upon 
the fossil fuels: coal, oil, and natural gas. Eventually the world could not 
avoid a terrifying realization: reserves were far leaner than even the most 
conservative experts had predicted. With devastating swiftness, an 


energy crisis of unprecedented severity struck. 


The world entered a state of panic. The energy industry reeled. Small 
companies collapsed, merged, or were taken over; corruption spread; and 
the crisis worsened. With no relief in sight,the U.N. made a dramatic 
move: it shut down all energy companies, hand-picked four of the 


world’s shrewdest business minds, and turned the industry over to them. 


The resulting megacorporations -- acting on the most urgent U.N. 


mandate of the modern era -- became known as the PowerHouses. 


Now, the year is 2020. The four PowerHouses share a mission -- to 
supply a power-starved world with energy -- but each operates in fierce 
competition with the other, and each dreams of a day when the world’s 


entire energy infrastructure falls under the control of one. 


You are a PowerHouse CEO. The future is in your hands. You will 
start with nothing but money and your own business acumen. How 
will you meet the demands of an energy-hungry world? Which 
resources will you research and exploit? Can you succeed and thrive 
in the face of cutthroat, winner-take-all competition? Will you build 


an empire, or will your enterprise crumble? 


In the end, only one PowerHouse can prevail. Will it be you? 


Where Do I Start? 


‘To get the most enjoyment out of your new game as soon as possible, 
we recommend that you start by reading the Technical Supplement and 
Lutorial booklet included with this game. After you have finished with 
the tutorial, we suggest that you read this Game Manual to get a better 
understanding of the game’s features, or consult the sections that deal 
with the parts of the game you find most interesting or confusing. 
Please be sure to check a file on the game disk called 
README.TXT. This file explains aspects of the game that have 
been added or altered since this manual went to press, and should be 


considered part of the game’s documentation. 


Installation 


For complete instructions on how to install PowerHouse, how to 
start the game, and where to get technical help if you need it, please 
refer to the Technical Supplement and Tutorial booklet. 
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Game Overview 


In PowerHouse, you are the Chief Executive Officer of one of four 
PowerHouses — giant megacorporations in competition to dominate the 
world’s energy industry. The PowerHouses work closely with the U.N., 


which will open territories one at a time to your business. Your ultimate 


goal is to be the most successful PowerHouse in the world. ‘The game 


ends after 100 years, or when only one PowerHouse remains 1n operation 
— whichever comes first. If at the end of 100 years, more than one 
PowerHouse remain, the one that has the most wealth (in the form of 


cash, energy production sites, and other assets) is the winner. 


Your short-term goals are to maximize profits and to find cheaper and 
more efficient ways to produce electricity from nine energy types: oil, 
natural gas, coal, nuclear, solar, hydroelectric, tidal, wind, and geot- 
hermal. While oil, coal, and natural gas may offer easy money at first, 
you would be wise not to depend on them — they won’t be there 


forever. 


At the start of the game, you and the other PowerHouses will compete 
for business in one territory. When the U.N. decides that an adequate 
portion of that territory’s energy needs have been met, it will open 
another territory. As the game continues, the U.N. will open each ter- 


ritory, one at a time, until all are open. 


‘To help you decide which types of plants to build and where to build 
them, you may hire survey teams. The survey teams will analyze a 
section of the territory and, in a few months, will report to you their best 


estimate of the available energy types for each map section. 


You may then begin building the structures necessary to produce and sell 
electricity. With time, you will want to develop better ways to extract 
energy and produce electricity. ‘Io do this, invest your profits in research 
and development. You may hire scientists and assign them to research 
specific aspects of energy production. When they make a breakthrough, 
they'll let you know. 


As you work on extraction, production, and R&D, you’ll do so with com- 
petition from the other PowerHouses, and in a world of changing 
political and natural dynamics. Elections and coups can act in your favor, 
or can do you serious harm. Storms, earthquakes and other natural dis- 


asters may also come into play. 


The game will end when one of the following happens: 
* You run out of money, in which case you lose the game. 


* You retire after 100 years (or your entire Length of Play). You will 
receive a rating after you retire, based on how well you per- 


formed throughout your career. 


* You drive all of your competitors out of business, or buy them all 


out -- in which case you win! 


Game Time & Interface 


PowerHouse is a turn-based game, with each turn representing one 
month. ‘The month and year will be displayed on the information bar 


near the top of the main game screen. 


A mouse is required to play PowerHouse. When this manual tells 
you to click on or select something, you should click on it with your 
left mouse button unless the instructions specify that you use the right 


one. 


Most of the action will take place in the main game screen, which con- 
sists of a map of the world; a row of buttons along the bottom; a 
control panel on the right side; a smaller “zoom map” in the upper 


right; and a menu bar along the top of the screen. 


The main map screen is a partial view of your world map. To see the 
rest of the map, scroll around by placing your mouse pointer on the 
very edges of the screen, or by using the four arrow keys on your key- 
board. 


On the zoom map, the black square represents the area you are cur- 
rently viewing on your main map view. Click anywhere directly on 


the zoom map to jump to that area on your main map view. 


Many of the commands in PowerHouse may be issued via Buttons 
— small illustrated squares that function when you click on them with 
your mouse. Also, mouse-activated Arrows will often appear where 
information is listed. A down arrow will display the next portion of the 


list, while an up arrow will display the previous portion of the list. 
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Keyboard Commands 


Several commands may be issued from the keyboard, as well as the 
mouse. Whenever you see a menu option that has an underlined letter, 
you may select the menu option by pressing the underlined character on 


your keyboard. 


When your main game screen is in view you may use your up, down, 


left, and right arrow keys to scroll around your world map. 


In addition, the E-mail system has several keyboard commands that are 
listed in detail in the Keyboard Commands in E-mail section of this 
manual. 


Concepts 


As you begin playing PowerHouse, you will benefit from having an 


understanding of the following basic concepts: 


Units: All energy quantities in the game are expressed in terms of 
energy units. An energy unit is a fictitious, standard measurement of 
energy that applies to all energy types in the game, as well as to all elec- 
tricity produced and sold. For example, the quantity of 1,000 units of 
coal is equal to the amount of coal which, when converted to electricity, 
will produce 1,000 units of electricity. Likewise, 1,000 units of crude oil 
is equal to the amount of crude oil which, when refined and burned at 
100 percent efficiency, will produce 1,000 units of electricity. ‘Thus, you 
will not have to worry about things like barrels of oil, tons of coal, 


kilowatt hours of electricity, etc. 


The Map: Most of the game play in PowerHouse will take place on 
a map of the world on your main game screen. The world map is made 
up of squares, or tiles, each of which represents an area of 200 miles by 
200 miles.Whenever you build a site, the site will be placed on a single 


map square. 


Each square has the potential to produce energy from up to four sources. 
You may, however, only extract one source from a square at a time. Each 


square also has several additional pieces of stored information associated 


with it, such as its likelihood of natural disaster, and its nation’s gov- 
ernment type. (Some of this information is hidden within the game 
system, so you will not be able to access it.) You may get information 


quickly about any map square by right-clicking directly on the square. 


“Sites” and “Rigs’’: Each time you build on a square — whether you 
build an oil structure, a wind farm, or a capacitor — you are building a 
site. Each site can hold anywhere from one to ten mgs. When you build 
a site, it will have only one rig until you build more. In this manual, 
the term 7g refers to oil rigs, wind turbines, solar panels, capacitor 
structures, etc. — any individual component of a size. Thus, an oil site 
can have ten oil rigs, a wind site can have ten wind turbines, a solar 


site can have ten solar arrays, etc. 


Yield: On any map square, the amount of energy that you can get 
from each resource is expressed as its yze/d. For oil, natural gas, and 
coal, yze/d refers to the total number of units of energy contained in the 
entire quantity of the substance that lies beneath the square. If a 
square has an oil yield of 5,000, for example, it means that if you 
extract all of the oil from the square, it will produce 5,000 units of 


energy in the form of electricity. 


For the other energy types (solar, nuclear, hydroelectric, geothermal, 
tidal, and wind), yield refers to the total month/y energy units that any 
single rig on the square has the potential to produce. Ifa square has a 
wind yield of 150, this means that a wind turbine (or rig), if it is 
sophisticated enough, can produce a maximum of 150 units of energy 
in the form of electricity from wind. Keep in mind that some of the 


yield figures you will see are estimates, and may ultimately be wrong. 


It may not be easy to harness 100 percent of a resource’s yield on any 
particular square, however. This is where technology levels come into 
play. Oil, coal and gas deposits exist at varying depths beneath the 
earth. One oil deposit may consist of 5,000 units of oil near the 
surface. Another may consist of 5,000 units of oil far below the surface. 
While you will be able to extract the first deposit easily, you will only 
be able to reach the deeper oil in the second deposit if you have an oil 
rig of a higher technology level. 


For resources other than oil, gas, and coal, technology advances can 
mean the ability to harness a greater percentage of a resource’s monthly 
yield. If a square has a wind yield of 200, a low-technology wind site 
may be able to produce 75 units of electricity per month, while a high- 
tech site can produce 200 per month. 
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Getting Started 


When you first start up PowerHouse, you will see several title screens 
and an animated introduction. If you wish to skip these, just hit the 
<Enter> key or click your mouse until you see the panel that says 
“PowerHouse Startup.” 


Choose an option by clicking on its listing on the panel. 


* Choose Quick Start New Game to begin a new game ona 


world map with real world data. 


* Choose Load an Old Game to continue a game you have 
previously saved. This will bring up a list of saved games. ‘Io 
load one, click on its name to highlight it, and then click on 
the OK button. 


* Choose Set the Challenge to take control of your game 
conditions. If you choose this option, you may determine how 
much money you and your competitors will begin with. The 
amounts shown are expressed in millions of dollars. ‘To change 
the settings, click on the up or down arrows beside each figure 
to raise or lower it. You may not set a figure lower than M 
$2,000 (2 billion dollars), or higher than M $5,000 (5 billion 
dollars). By default, at the beginning of the game, your 
company is the Blueground Corporation. You may change the 
name of your company and of your competitors (See 
Corporation Details under the Game Options section of 


this manual). 


The Play as Earth check box indicates whether your game will take 
place on a map of earth, or on a planet of randomly generated land and 
sea masses. Playing on a fictitious planet carries the extra challenge of 
unfamiliarity. If this box is marked with an “X,” your game will take 


place on earth. 


If you play on earth, you may also decide between Real World 
Resource Distribution, in which the supply and location of energy 
resources will closely reflect those of the real world, and Random 


Resource Distribution, in which you must discover resource deposits 


entirely on your own. Click on the circle next to the option you wish 


to select, so that it is filled in. 


If you would like to play a shortened game, you may set your Length 
of Play to 25, 50, or 75 years in addition to the default setting of 100 


years. 


You may determine the game’s starting territory or you may begin in 
the default territory, which is determined by the computer. If you wish 
to determine the first open territory, click on Choose Starting 
Territory and click on the Yes button. A map of the world will 
appear. Select a territory. The territory outlined in red is the currently 


selected one. When you have chosen a territory, click on OK. 


Menu Items 


The following menu items may be accessed by selecting them in the 


menu bar at the top of the main game screen. 


File Menu 


After you have set your game conditions, the main game screen will 
appear. Click on the File menu on the menu bar at the top of the 


screen to access the following items: 
* About lists some important information about the game. 


* Open brings up a list of saved games. To resume a saved 


game, select it, and then click on OK. 


* Save As allows you to name and save your games. To save 
a game, click on Save As, type a name for your game in the 


box that appears, then click on OK. 
* Save saves your current game under its current name. 


* Restart restarts the game. Before you restart, be sure to 


save your current game if you would like to continue it later. 


* Exit quits the game and brings you to the Windows 


Program Manager. 
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Game Options 


Click on Options on the menu bar to set the following game options: 


* 


Scroll Speed: This option adjusts the speed at which you can 
scroll around the map. To adjust it, select Scroll Speed. On the 
box that appears, hold your mouse button down on the left or 
right arrows to set the speed faster or slower, or click on and drag 


the sliding square. Select OK when you have finished. 


Music: Click on the On/Off button to turn the game music on 
or off. When the button says “On,” the music is currently on; 


when it says “Off,” the music is currently off. 


FX: Click the On/Off button to control the game’s sound 
effects. When the button says “On,” the sound effects are cur- 


rently on; when it says “Off,” they are currently off. 


Anims: When the option is switched on, many of the game fea- 
tures will be animated (wind turbines will spin, oil rigs will flash, 


Ct. ). 


Video ENN: The Energy News Network is an independent 
world-wide news outfit that keeps a close watch on the activities 
of the PowerHouses. If this option is switched on, you will see 
ENN reports at the beginning of each month detailing what, if 
any, events have occurred that will affect the energy industry. 


Reports - End Month: If this option is switched on, several 
reports detailing the status and activities of your company will 
automatically be displayed at the beginning of each month. If 
this option is switched off, these reports will still be available to 
you via buttons and/or menu items, but they will not appear 
automatically. Select the reports you would like to display from 
the list that appears. 


End Turn Save: When this option is switched on, your game 


will be saved automatically after each turn. 


Difficulty: This option displays the difficulty settings that are in 


place for the current game. 


Corporation Details: This option displays some information 
about each PowerHouse corporation: its name, its CEO, and 


whether it is controlled by a human or computer player. You may 


change these settings. When the corporation information is 
displayed, your mouse pointer turns into a text insert bar. 
Use it to place the cursor in a text box and change the 


names with your keyboard. 


Under the “Controlled by” column, you may assign human 
or computer control to each corporation. A human player 
will control a corporation if its box next to “Human Player” 
is marked with an “X.” Click on the Logo button to choose 


and assign corporate logos. 


* Hot Icons: This option allows you to determine which 
reports you will be able to access directly from the main 
game screen. A button will appear within the row at the 
bottom of the main game screen for each report you select 
under Hot Icons. You may then click on any of these “hot 
icon” buttons to call up its report without having to go 
through the menus. For a complete list of the available 
reports and what they can tell you, see the Reports and 


Information Screens section of this manual. 


You will begin the game with eleven default hot icons, but 
you may assign up to thirteen. ‘To assign a hot icon, use the 
arrows to view the available reports, and click on those you 
wish to select. Those outlined by a red square will appear 
along the hot icons row. To remove a hot icon, click on it 
again so that the red frame disappears. Click on OK to con- 


tinue. 


Departments 


The Departments menu allows you to easily access several reports 
and screens, many of which are also available elsewhere in the game. 
‘This manual discusses each item under the Departments menu in its 


appropriate section. 


Overlays 


The Overlays menu allows you to display several points of infor- 
mation as overlays on your main game map. You may see at a glance, 
for example, the energy output of each of your production sites. ‘Io do 


so, select Output per Site under the Overlays menu, and a number 
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will appear on each square on the main map that houses a production 


site. 


For more details, see the Overlays section of this manual. 


Help Menu 


While Help is switched on, the info bar on your main game screen will 


display some tips regarding the current build mode you are in. 


The Main Game 
Screen 


At the top edge of the main map view you will see the name of the cor- 
poration currently taking a turn, its available funds in millions of dollars, 


and the current month and year. 


The buttons along the bottom — the “hot icons” — are your tools to 
access the different types of information available to you. The control 
panel (see Control Panel section of this manual) on the right allows you 
to build and manage energy structures, communicate with your crews by 
electronic mail (E-mail), and end your turns by clicking on the “End 
Turn” button. The menu bar allows you to access some of your reports 


and control your game options. 


Control Panel 


The buttons on the Control Panel allow you to build, destroy, and repair 
structures, dispatch survey teams, and end your turn each month. 


‘To build any structure, just click on its button in the control panel, and 
then click on the spot on your main map where you would like to build 
it. The single icon just beneath the zoom map — the build mode indi- 
cator — shows the build mode you are currently in. If the build mode 
icon looks like a volcano, for example, you will know that you are in the 
mode to build a geothermal plant. 


The bar just beneath the build mode indicator will flash a few pieces of 


information about the build mode you are in: 


Build: This is the one-time cost to build the selected 


structure. 


Maintain: This is the cost to keep the selected structure in 
good condition. It does not include the structure’s operating 
cost. Maintenance costs will be subtracted from your funds 
periodically, at various intervals depending on the type of 
the structure. 


Run: This is the cost to operate the structure each month. 
Run costs will be subtracted from your funds periodically, at 
intervals depending on the type of the structure. 


The following buttons are available on your control panel: 


The Main Game Screen 


Main Map Menu Bar Info Bar Zoom Map 
Screen 


PowerH ause 


Hot Icons Control Panel 
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The Control Panel 


Zoom Map 


Magnify Button 
Overlay Button 


Marker Button 


Borders Button 
Build Mode Indicator 


Information Bar 


Build Buttons 


Clean Up Site 


Close Site 


E-mail 


Survey Team 
Icon 


Oil Rig: This is the apparatus that extracts crude oil from 
the ground. If you have a working oil rig, you will need to 
have both a Refinery and a Generator in operation in order to 


produce saleable electricity. 


When you are in the oil rig mode, two separate build, 
maintain, and run prices will appear, separated by a slash, on 
the information bar. The higher of the two applies to off- 
shore rigs, and the lower applies to onshore rigs. 
Maintenance and running costs are calculated every month 
for offshore rigs, and every 6 months for land rigs. 


Natural Gas Rig: This extracts natural gas from the 
earth. When you have a gas rig, you will also need to have 
a working Generator in order to produce electricity. When 
you are in the gas rig mode, two separate build, maintain, 
and run prices will appear, separated by a slash, on the 
information bar. The higher of the two applies to offshore 
rigs, and the lower applies to rigs on land. Maintenance 
and running costs are calculated monthly for offshore rigs, 
and every 6 months for land rigs. 


Coal Mine: Coal mines extract coal from the earth. You 
will need to have a working generator, in addition to the 
mine, in order to produce electricity from coal. 


Maintenance and running costs are calculated yearly. 


Nuclear Plant: Nuclear plants operate independently to 
produce electricity from nuclear fission, or, if you hire 
skilled researchers, eventually nuclear fusion. Maintenance 


and running costs are calculated every month. 


Hydroelectric Dam: Hydroelectric Dams trap water in 
reservoirs and release it through turbines to produce elec- 
tricity. They are the only structure that can be built on 
rivers, and they can on/y be built on rivers. Maintenance 


and running costs are calculated every 2 months. 


Solar Plant: Solar plants take in energy from the sun and 
convert it to electricity. Maintenance and running costs are 


calculated yearly. 


Wind Farm: Wind farms produce energy with wind- 
driven turbines. Maintenance and running costs are calcu- 


lated every year. 


Geothermal Plants: Geothermal plants extract and 
harness the heat generated within the earth. Maintenance 


and running costs are calculated every year. 
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Tidal/Wave Plants: Tidal/Wave plants harness the energy 
of the rising and falling tides and the ocean waves. They can 
only be built on the ocean. Maintenance and running costs 
are calculated every year. 


Pipe: Pipe can be used to transport gas and oil from rigs to 
refineries, and from refineries to generators. You do not have 
to use pipes, however. When you build a network of oil rigs, 
refineries, mines, and generators, each will automatically be 
connected to the nearest other(s) via freight — that is, by rail 
or ship. (See About Connections in this manual.) Pipelines 
are not cheap to build, but after you have built one, it is 


cheaper to move something via pipe than via freight. 


Maintenance and running costs for pipes are calculated every 
month. The build cost for pipe is expressed as the cost per 
200 miles, or per map square. 


‘To build a pipeline, select the pipe icon on the control pane 
and click on each map square between the two sites you 
would like to connect. The pipe will appear on the map. 


Refinery: Refineries receive crude oil, convert it into usable 
fuel, and pass it along to generators to produce electricity. 


Maintenance and running costs are calculated every year. 


Generator: Generators receive coal, gas, and refined oil and 
convert it to electricity. 


Capacitor: A capacitor is essentially a very large battery. Ifa 
territory has any excess electricity at the end of the month, a 
Capacitor can store it for use at another time. If a site 1s pro- 
ducing excess electricity (in which case you will be notified 
at the end of the month), build a capacitor in within five map 
squares of the site. (There must be no more than five squares 
next to each other, including diagonally, between any two 
linked sites.) The capacitor will store as much energy as its 
capacity will handle. The stored energy will automatically be 
used when the territory needs additional energy. Capacitors 
will only store energy if 100 percent of the territory’s energy 


needs are being met. 


Transformer: You may use transformers to pass electricity 


from one territory to another. ‘To pass electricity from a site 
in one territory to another territory, place a transformer 
within five map squares of the site (no more than five con- 
nected squares -- including diagonal connections -- must 
be between the two connected sites). If necessary, build a 
chain of transformers (each within five squares of the 
other) from the production site into the receiving territory. 
Excess energy will flow into the receiving territory. 
‘Transformers will only work if a site is producing excess 


energy (energy which is not being used by its home ter- 
ritory) 


Note on Capacitors and Transformers: A production site will first 
attempt to pass energy into its own territory. /f the territory’s needs are 
being met, the site will “look for” a transformer. If there is no trans- 


former, or if a connected transformer cannot handle all the excess, the 


site will Aen look to pass its energy to a capacitor. 


Zoom Map 


The zoom map is the small world map in the upper right corner of the 
main game screen. You may click anywhere directly on your zoom map 
to move quickly to any location on your main map. ‘To the right of the 
zoom map are four buttons, which activate the following functions, 


from top to bottom: 


The Magnify button displays a magnified view of your 


main map. 


The Overlay Button brings up a series of overlays on 
your main map. The overlay that will appear will be the 
one that is currently selected under the Overlays menu on 
the menu bar. ‘To display an overlay, select the Overlays 
Menu on the menu bar, and select one of the options from 
the list that appears. Then click on the Overlay Button on 
the main game screen. On your main map, an information 


box will appear on every map square that contains infor- 
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mation for the selected overlay. For more information, see 


Overlays section in this manual. 


The Marker button causes your main map view to jump to 


your marker. The marker is an automatic game function that 
lets you find certain map squares easily (see About the 


Marker section in this manual). 


The Borders button switches on and off the territory 


borders on your main map display. The territories with red 
borders are currently open. When the U.N. opens a territory, 
its border will turn red. 


Other Control Panel Icons: 


Clean Up Site: Your sites may be destroyed by wars, by 


natural disasters, or by mechanical failure or human error at 


the site. The Clean Up Site function allows you to clean up 
sites that have been destroyed. Click on this button and then 
select the damaged site. A panel will inform you how much 
the clean-up project will cost. When you clean up a site, it 
will be restored to its natural state. You may want to do this to 
foster a spirit of environmentalism. Governments may 


remember it, and treat you well in the future. 


Be careful; if you click on an operating site while in Clean 
Up Site mode, the site will be destroyed, and shen cleaned 


up. 


Close Site: This function allows to you to destroy a site, 
turning it to rubble. When a site has stopped producing fuel 


or is a high accident risk, you may want to destroy it. ‘The 
Close Site function will zot clean up the site — all the 


wreckage will remain. 


About Connections 


Some site types will need to be connected with other sites 1n order to 
produce electricity. An oil extraction site, for example, must be con- 
nected to a Refinery, and the Refinery must be connected to a 
Generator. The Generator will then produce electricity. 


A natural gas extraction site must be connected directly to a Generator. 
A coal mine must also be connected directly to a Generator. None of 


the other extraction sites need to be connected. 


When you build each type of site mentioned above, it will be automat- 
ically be connected to the closest appropriate site. All you have to do is 
build the right kinds of sites. The game will automatically connect 
them by freight (truck and ship). 


You may elect to take more control over your site connections. You 
may, for example, change a connection so that the fuel is moved to a 
destination site other than closest one (which is the default). Io do so, 
right-click on the site of origin and select the Transport button. 
When the transport panel appears, click directly on the main map 


screen on the new destination site. 


You may also change the connection mode from its default setting of 
freight to pipe. ‘To do this, simply build a pipeline between the two 
sites that you would like to connect. A pipeline will automatically 


override the default setting of freight. 


To check where a site is sending its output, right-click on the site of 
origin, and check the listing next to Generator Site Ref, or Refinery Site 


Ref for the reference number of the current destination site. 


If you have a pipeline in place, but would like to use freight instead, 
right-click on the origin site, click on the Transport button, and click 
on the freight button on the panel that appears. ‘The button for the 
currently selected transport mode (pipe or freight) will be highlighted 


on the transport panel. 


The Best button will assign the closest appropriate connection by 
freight. 
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Surveys 


One of the first things you might want to do when your 
game begins is to dispatch one or more survey teams to 


an open territory. Survey teams spend three months in 
the field, and then report to you what they believe to be the most 
promising energy types to pursue in the surveyed area. 


You may, of course, build production sites without surveying first, but 
you will run the risk of, say, building a coal mine on a site that has no 


coal. 


The Survey Team icon — the one showing a pair of binoculars — can 
be found on the lower part of the control panel. To either side of the icon 
is anumber. The number to the right is the total number of survey 
teams you currently employ. The one on the left is the number of your 
survey teams that are of currently assigned to a job. The arrow beneath 
the number on the left will bring you to each currently working survey 


team in succession each time you click on it. 


‘To dispatch a survey team, click on the survey team icon, and then click 
on the main map screen in an open territory where you would like to 
survey. [he team will appear on the map. Jt wi// survey a block of nine map 


squares, including and surrounding the square where you placed it. 


Note: A team can not survey land in a territory that has not been opened by the 
U.N., so tf you place a team next to a border, it will survey only the open ter- 


ritory squares in its range. 


‘To check a working team’s status, click on it on the main map while 
survey mode is zo¢ selected. When the survey is complete, you will get 


an E-mail message informing you of the results. 


You may hire as many as five survey teams. To hire or fire teams, select 
Departments on the main menu bar, then select Personnel - Survey. 
A panel will appear, informing you how much each hired team will cost 
you. When you hire a survey team, you will immediately have to pay out 
the equivalent of three months’ wages to outfit the team, in addition to 
their regular wages for the first month. Likewise, when you fire a team, 


you will have to pay out two months’ severance wages. 


Use the up and down arrows to set the number of teams you would like 


to employ. You may only fire teams that are not working. 


To check the status of any working survey team, select Current 
Surveys from the Departments menu, select a listed team, and click 
on the Go To button. 


Survey Results 


As soon as a team completes a survey, its foreman will send you a 
message by E-mail (see the E-mail section of this manual for instruc- 
tions on how to use E-mail). When you access the message, you'll see 
an information grid that is split into nine blocks tic-tac-toe style. Each 
block represents one of the nine squares surveyed. The crosshairs on 
the mini-map to the left indicate the location of the survey, and the 
nine-square terrain block beneath it shows what the area’s terrain looks 
like. 


In the main display, each of the nine grid blocks is further divided 
into four horizontal panels. The panels indicate the four types of 


Survey Results Screen 


Env. Impact Survey Location 


Indicator Ease Indicator Indicator 


PowerHouse 


ATE 
January 2020 


Main Survey Area 
VYestern US 


‘Terrain Block 
(3 x 3 squares) 


Information Grid 


(3 x 3 squares) 
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energy, as indicated by the icons, believed to be available on that map 
square. The number next to it indicates the estimated yield, or the 


number of energy units estimated to be available at the site. 


Remember: for oil, gas, and coal, yield refers to the total number of 
energy units believed to lie beneath the earth at the site. For the rest of 
the energy types, it refers to the total number of energy units available at 
to each rig each month. The more technically advanced sites will be able 
to harness a greater percentage of the overall yield. 


Note: There may be less than four types of energy available on a square, and 
some squares may have no energy resources. If a square has less than four energy 
sources, blank panels will appear. 


The blue bar next to each number shows the ease level of each energy 
type at the square. ‘The ease level refers to how easy or difficult it is to 
harness that type of energy at that particular square. Solar energy, for 
example, will be easier to obtain at a sunny place than a dark and cold 
one; oil will be easier to extract if a deposit is close to the surface, etc. 
When more blue fills the indicator bar, the energy type is more difficult to 


extract. 


The red bar indicates the environmental impact that is expected to 
occur if the energy type is extracted at the particular square. A large coal 
mine, for example, may have a greater impact on a site than a small wind 
farm. When more red fills the indicator bar, the environmental impact is 


greater. 


‘To go to a specific square on the Main Game Screen from the E-mail 
Survey Results screen, click on the nine-square terrain block on the 
square to which you would like to go. 


Use the Next and Previous buttons to view any other survey reports in 
your E-mail directory. 


Accessing Survey Output 


from the Departments Menu 


After you have read the E-mail report on your survey results, you may 
delete the message(s) from E-mail. The information will remain in 
your records. ‘Io access your survey records at any time, select 
Departments from the menu bar, and then select Output from 
Surveys. You will see a small world map with a black dot marking 
every map square that has been surveyed. Click on a black dot. 


A new panel will appear, containing information about a single map 


square. Each surveyed square will have a reference number (Ref.). 


The information panel for each map square displays the survey esti- 
mates for four (or fewer) energy types, their estimated yield, and the 


environmental impact expected to result from their extraction. 


The Next button displays the information for the next surveyed map 
square in your records; the Prev button displays the information for 
the previous square. The OK button returns you to the main game 


screen. 


When you are viewing information panels pertaining to individual map 
squares, you may not know precisely where to find a specific square 

on your main map. There is an easy way to do so. First, find the infor- 
mation panel in Output from Surveys corresponding with the square 
you wish to find. Then select OK. When you return to the main game 
screen, your marker will automatically move to the map square corre- 
sponding to the last information panel you viewed. If you do not see 

the marker, select the Marker button next to your zoom map, and the 


main screen will find it. 


** Note: You may quickly retrieve survey data, along with other important 
information, for each map square simply by right-clicking directly on that map 
square. You mal also access Survey Results from the Overlays menu. 


Note: Remember, surveys produce estimates, and may ultimately be wrong! 


P 
O 
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Much of your corporate communications will take place by electronic 
mail. Through this system you will get updates about individual sites, 
levels of production, research & development breakthroughs, and world 


events. Occasionally, you may also send messages to your crews in the 


field. 


At the beginning of each month, the “e” on your control panel will spin 
if you have any E-mail messages waiting for you. Select the spinning “e” 


to enter the system. 


When you do so, a screen will list your numbered messages. You may 
interact with the E-mail system by using your mouse and/or your key- 
board. To read a message using your mouse, click on the message listing 
so that it is highlighted with a star, and then click on the View button at 
the bottom of the screen. 


The Delete button selects the current message (marked with an arrow) 
so that it will be deleted as soon as you exit E-mail. The Junk All 


button causes every message to be deleted when you exit. Any message 


Message List Screen 


marked with an asterisk will be deleted when you exit E-mail. Any 
messages not deleted will remain in your system month-to-month, so 
it may be a good idea to delete unneeded messages. The Exit button 
exits E-mail. The up and down arrows allow you to scroll through your 


message list. 


The Abort and Suspend buttons will not function when dimmed. 
You may only use these buttons to respond to a specific type of 
message — one that asks you for a response. When the buttons are 
highlighted, they will function. If a message asks you if you would like 
to suspend or abort a certain project, you may issue the appropriate 
command directly from E-mail. Abort will permanently close and 
clean up a site. Suspend will suspend a site until its crew receives 
further orders from you. While a site is suspended, you will have to 


pay its maintenance costs, but not running costs. 


Keyboard Commands 
In E-mail 


There are two types of screens in E-mail: the message list screen, and 
the individual message screen The following keyboard commands are 


available from the List Screen: 
<D> or <J> - Delete current message 
<A> - Junk all messages 
<Space> - View message 
<Esc> - Exit E-mail 
<Up Arrow >- Move up message list by one 
<Down Arrow> - Move down list by one 
<Left Arrow> - Move up list by ten 
<Right Arrow> - Move down list by ten 


The following keyboard commands are available from the Individual 


Message screen: 


<Return> - Delete this message and return to list 


screen. 
<Esc> - Return to list screen 


<D>, <J>, or <Space> - Delete this message and view 


next message 

<Left Arrow> - View previous message 
<Right Arrow> - View next message 
<A> - Abort 


<S> - Suspend 
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Territory Information 


‘To access some quick information about any territory (even those that 
are still closed) right click on any empty map square. The following 
information will be displayed: 


Government: Each territory in the game will operate under one of 
six government systems. Each system will behave differently and will 
respond to the PowerHouses in different ways. Democracies will peri- 
odically have elections, which may result in government shifts. Non- 
democracies will not have elections, but may have a high likelihood of 
political upheavals. These may bring in democracies or new non- 


democracies. 


Some government types, when they first come to power, might decide 
to nationalize the energy industry in their territory. In this case, they 
will seize all of your sites and kick you out. There is nothing you can do 
about this! 


Some government types have higher environmental standards than 
others. ‘Those with low tolerance for ecological damage may shut off 
your business, or even kick you out, if you fail to keep your sites 
clean. Less fortunate governments may be overthrown simply for 


allowing too much ecological damage. 


Map Interrogation 
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Some government types will charge higher fees and demand higher roy- 
alties. Some systems have a greater tendency toward instability, and 


some will adjust the terms of your contracts on a take-it-or-it-leave basis. 


When neighboring territories have different government systems, the 
likelihood of war increases. Wars can cause the destruction of sites, but 
they may also act in your favor by driving fuel prices up. 


Liberal Democracies will have a very low tolerance for environ- 
mental damage. ‘They will also have a relatively low coup risk, but 
coups may result in Fascist or Communist systems. There 1s a slight 
chance that Liberal Democracies will seize your sites. Elections may 
result in shifts to Moderate or Conservative systems. 


Moderate Democracies have a medium environmental tolerance. 
Coup risk is low, but coups may bring in Fascist or Communist 


systems. Elections can bring in Liberal or Conservative Systems. 


Conservative Democracies have a high environmental tolerance. 
Coups may bring in Fascist or Communist regimes, and elections 


may bring in Liberal or Moderate Democracies. 


Communist territories have an extremely high environmental tol- 
erance. There is a relatively high likelihood that a Communist gov- 
ernment will seize sites. They do not have elections, and have a 


moderate risk of political coups. 


Fascist territories have an extremely high environmental tolerance, 
no elections, and a high risk of coups. Fascist governments are most 
likely to change contracts without warning. They will occasionally 


seize sites. 


Corporate territories are run by a council of large corporations, each 
of which governs and polices its own massive work force. They have 
a high environmental tolerance, no elections, and a low chance of 


coups. 


Next Election: If the territory is a democracy, elections may result in 
political shifts that may affect royalties, prices, and environmental 


stances. 


Sophistication: This rating measures how much energy the territory 


demands. It reflects technological advancement, wealth, and edu- 
cation. The scale is relative: at the beginning of the game, the most 
sophisticated territory will have a rating of 100%, and the least sophis- 
ticated will have a rating of 0%. Sophistication ratings will change 
throughout the game. When the sophistication rating of a territory 
climbs, the territory will demand more energy per capita. 


Population: Population levels may fluctuate throughout the game. 
Population and sophistication together determine a territory’s energy 


demand. 


Status: You may only do business in territories that have been 


assigned “opened” status by the U.N. 


Extraction Unit Suggestions: Prior to any surveying, these energy 
types are generally believed to be the most promising in the selected 
territory. These are very rough estimates and should not be relied 


upon. 


Building Sites 


‘To build any kind of site, select the type of site you would like to 
build by clicking on its icon on your control panel. When the build 
mode indicator displays the icon for the site you would like to build, 
just click on the spot on your main map where you would like to build 
the site. 


Some sites cannot be built on some squares. A hydroelectric site, for 
example, cannot be built on dry land. If the site cannot be built, a 


message panel will let you know. 


If the square can support the site, the host territory may offer you a 
deal. ‘The deal will usually include a one-time Extraction Permit fee, 
and a Royalty, expressed as a percentage of the profits from this site 
that you must surrender to the host nation each month. If a deal is 
offered, the host nation will automatically agree to buy whatever 
energy is produced on the site, as long as the nation needs energy. If 
you have any survey results on record that apply to the selected 
energy type on the selected square, this data will also be displayed. 


If you accept the deal, your site will be built. 
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Construction of any type of site will take one month. After that, 
however, some sites may take a while before they begin operating. Oil 
and gas rigs will spend time drilling for crude oil or gas; nuclear plants 
will spend time setting up the internal mechanisms for producing 
nuclear energy; etc. In the meantime, the site will appear on its map 
square, but it will not produce energy until it begins to operate. Each 


site will notify you of its status via E-mail each month until it strikes. 


Extraction Sites Panel 


To check the status of any operating site, right-click its icon on the main 


map. The Extraction Sites panel will display the following information: 
Note: Not every item listed here will appear in every Extraction Site Panel. 
Ref: The site’s reference number 
Energy: The energy source that is being exploited at the site. 


Yield: For oil, gas, and coal, yield refers to the total number 
of units estimated to be at the site. For the rest of the energy 
types, yield refers to the maximum number of energy units 
available for each rig each month. The green and red bar is a 
visual expression of how good the yield is. The entire bar rep- 
resents the maximum yield for any site (for oil, gas and coal, 
the maximum is 25,500 units; for the others the maximum 
yield is 85 units per rig per month). The green section repre- 
sents the estimated yield at that particular site. Look for sites 
with the greenest yield bars. After zon-fossi/ fuel sites begin 
operating, the yield displayed will always be accurate. For 
fossil fuels, you can never really be sure how much stuff 1s 


down there until you have extracted it all. 


Ease: A Good ease level means that the energy source is easy 
to exploit. In the case of oil, gas, and coal, Good means that 
the fuel is near the surface, and is likely to be recovered soon 


after drilling begins. For solar, the site may lie in a sunny 


place; for tidal, the waves may be are particularly large, and 
so on. A Bad ease level means that some time and effort is 


likely to be required before any energy is extracted. 


Impact: Impact indicates the anticipated environmental 
damage that is likely to result from a certain type of 


structure to the square. The range is: Trivial, Little, Average, 
Much, and Great. 


Output: The number of units of the energy type produced 
at the site during the previous month. 


Terr. Buys: The territory’s total energy needs. The ter- 
ritory will buy all of the energy you produce until its needs 
are met. After 100 percent of territory’s energy needs are 
met, you may still work to produce a higher percentage of 
its supply. A territory’s energy needs are likely to increase. If 
you are producing a surplus there, and the territory’s gov- 
ernment looks favorably upon you, it may buy more elec- 


tricity from you. 


Total Out: The total number of energy units the site has 


produced since it began operation. 


Royalty: The percentage of your profits from this site that 
you must pay to the host territory. 


Env. Damage: This shows how much environmental 
damage has occurred at the site to date. High damage levels 
may result in fines, and may ultimately result in the 


destruction of a site. 


Extraction Sites 
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Working Site/Work Suspended: This indicator shows 
whether the site is currently working or suspended. You may 
change the status of the site by clicking directly on this status 
indicator. 


“Site Has” Indicator: Any site has the capacity to house as 
many as ten rigs. Io increase or decrease the number of rigs in 
operation at a site, click directly on the “Site has” listing. 
Then use the up and down arrows on the panel to increase or 
decrease the number of rigs. An “H” next to a rig indicates 
that the rig has “hit,” or is currently producing energy or fuel. 
A “D” next to a rig indicates that the rig is “drilling” and is not 
yet productive. You may also click the “Site has” listing to 
upgrade the tech level of a rig or rigs on a site (see R&D 


Breakthroughs and Upgrading Sites section of this 


manual). 


Generator/ Refinery Site Reference: For oil, gas, and coal 
sites, this is the reference number for the generator or refinery 


to which the selected site is sending its fuel. 


Units Sent to Generator/Refinery: For coal, oil, or gas sites, 
this is the number of units sent to the appropriate production 


site. 


Transport: Click here if you would like to change how fuel is 
being transported from a coal, oil, or gas site. By default, your 
fuel will transported by freight. If you build a pipeline, it will 
automatically replace the freight system. (See About 
Connections). 


Next: Click here to view the Extraction Site Panel for the 


next site (in chronological order of construction). 


Prev: Click here to view the Extraction Site Panel for the 


previous site (in chronological order of construction). 


OK: Click here to return to the main game screen. 


Research and 
Development 


One way to get the edge on your competitors is to develop better, 
more efficient, or more productive technologies. To do this, you will 
hire teams of scientists and assign them to specific research projects. 
There are many areas of R&D to choose from, so you will have to 
decide whether you want to concentrate your staff on a few projects 
for quicker results, or spread your researchers out to work on a wider 


variety of projects. 


You may assign research teams to each energy extraction type, as well 
as to refineries, generators, capacitors, transformers, and pipes. For 
each of these, there are ten technology levels. ‘The technology 
advances will mean different improvements for each type of structure 


and for each level. 


On the R&D screen, tech levels are displayed as red and yellow bars 
beneath each technology type. The red indicates your current level, 


R&D Screen 


‘Tech level indicator 


PowerHouse 


esearch and Development Department 


‘Hire? Fire Scientists 
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and the yellow indicates the entire technology range. Once the bar is 
completely red, you have reached the highest tech level for that type of 
site. 


After a technical breakthrough, any new rig or site will automatically be 
built at its new tech level. Its cost may go up or down, depending on the 
nature of the improvement. Any sites or rigs built Zefore the break- 
through, however, will remain at the old tech level until you upgrade 
them. When you make a breakthrough, you might want to upgrade all of 
your existing sites to the new level, if you can afford to (see R&D 
Breakthroughs and Upgrading Sites). In the long run, this will increase 


production. 


‘Technological breakthroughs will mean different types of advances for 
different types of sites. 


Note: Some “advances” will offer no direct benefits, but rather are 


intermediate steps to other breakthroughs. 


Oil Rigs, Gas Rigs, and Coal Mines 


Some technological advances for these types of sites will allow you to 
reach further into the earth. Other advances may give a structure the 
ability to extract a higher percentage of the yield at a certain level. Some 
advances will cause the structures to increase in cost, and other will 


make them cheaper. 


Nuclear, Wind, Solar, Tidal, Hydroelectric, and Geothermal 
Plants 


Some of the ten technology advances for these types of sites will 
improve efficiency. The higher levels will be able to extract a higher per- 
centage of the total monthly yield for their energy type. Other advances 
will not improve performance, but will lower building and maintenance 


costs. 


Refineries, Capacitors, Transformers, Generators 


These sites will improve in capacity as their technology levels climb. 
Refineries will process more fuel and refine a higher percentage of the 
crude; capacitors will able to store more energy; transformers will 
transport more energy, and generators will be able to take in more fuel 


and produce more energy. 


Keep in mind that these technologies often work together. A high-effi- 


ciency refinery, for example, will turn out an increased flow of fuel, 
but if the generator to which it is connected remains low-tech, the 
generator may not be able to handle the refinery’s increased output, 


and waste will result. 

A chain of transformers will only operate at the level of its lowest-tech- 
nology transformer. 

Pipes 

Higher tech levels of pipe will be able to transport higher quantities of 
fuel. A pipeline is only as efficient as it lowest-level component. 
Surveys 

Accuracy of surveys will improve as tech levels rise. 


Note: Many technological advances in all site types will make your sites more 


environmentally friendly. 


Hiring & Assigning 
Scientists 


‘To hire research teams and assign them to projects, select the R&D 
button on the hot icons panel (if it’s there), or click on the 
Departments menu and select R&D. The Research and 


Development Department screen will appear. 


To hire teams, click on the up arrow. The “Hired” heading refers to 
the total number of teams you have working for you; “Working” 
refers to those currently assigned to a project; and “Available” refers 
to those not currently assigned to a project. After you have hired a 


pool of research teams, you may assign them to projects. 


To do this, click on the icon for the type of technology you would like 
to research. The Research Assignment panel will appear. The listed 
project is the specific project to be researched. Beneath it is a 
description of the advantage it offers, such as “More Efficiency,” or 


“Cheaper Construction.” A few projects will promise “No 
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Improvements.” Don’t let this discourage you — sometimes it’s nec- 
essary to strive for a relatively useless advance in order to reach the fol- 


lowing level. 


A project will usually succeed quicker if you have more teams working 
on it, although if you assign Zoo many you will get less value out of each. 
As you reach higher technology levels, advances will become increas- 
ingly difficult, and will require more time and/or more scientists. 


Select Work in Progress to see a list of how many scientists you cur- 
rently have researching each technology. As soon as a staff makes a 
breakthrough, it will notify you via E-mail. 


Note: After a research team makes a breakthrough, its members will continue 
working in the same field unless you either reassign them or let them go. 


R&D Breakthroughs 
& Upgrading Sites 


After your scientists have made an R&D breakthrough, any new rigs that 
you build will automatically be state-of-the art. But your existing rigs will 


be outdated — you may want to upgrade them. 


‘To upgrade an existing site, right-click on the site on your main game 
screen. Then click on the name of the rig type (beneath the words “Site 
has”), or on the words “Mixed Levels” if you have different tech levels 
at the site. (You may also click on the blue arrow next to the name.) 


Doing so will bring up the technology panel. This panel tells you your 
current technology level — the highest level you have attained for that 
type of site; and the current technology level at this unit, or the lowest 
tech level currently being utilized at the site. If these are different, 


you have the option to upgrade the site. 


‘To upgrade a rig, just click on the Yes button. If you have more than 
one rig at a site, you will have to click on the Yes button once for each 
rig you would like to upgrade. The cost to upgrade is the upgrade cost 


per rig. 


After you have upgraded every rig at a site, your tech level will be the 
same as the “ech level at this unit on the technology panel. 


If you add rigs to a site (using the up and down arrows on the tech- 
nology panel), any rig you add will automatically be built using the 
highest tech level you have reached. 


Reports and 
Information Screens 


As the game progresses, you will want to monitor your corporation’s 
standing in many areas and check your progress against that of your 
competitors. You will have access to several reports and data screens, 


which will allow you to do so. 


Financial Reports 


The following financial reports can be accessed by selecting 
Departments from your menu bar, and then clicking on Financial 
Reports: 


Annual Turnover: “Turnover” is the amount of money 


brought in as a result of electricity sales. This report is a 


color-coded graph depicting the turnover in billions of 


dollars for each PowerHouse. 
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Annual Profit: This report is a color-coded bar graph showing 
the annual profit of each PowerHouse. 


Year-to-Date Turnover: This is a graph showing the income 
from electricity sales of each corporation, month by month, for 


the current year. 


Production and Demand: This displays the total energy 
demand in all territories (De), and the percentage of that total 


that each corporation is currently supplying (Pr). 


Environmental Damage: This chart shows how much 
money each corporation has paid as a result of fines, closed 
down sites, or any other expenses related to environmental 


damage. 


Energy Turnover - The World: This pie chart shows the 


relative combined income of all corporations, for each energy 


type. 


Energy Turnover for You: This pie chart shows your cor- 


poration’s relative income from all energy sources. 


Energy Reports: This report accesses a list of each energy 
type. Select an energy type to view the income that each type 
has brought to each corporation. 


Income Report: This report details your corporation’s 
income. You may go to any entry’s location on the main map 
by selecting the line on the report, and clicking on the Go To 


button. 


Outgoings Report: This report details your corporation’s 


expenses. 


Extraction Unit Concentration: This is a color-coded world 
map showing the locations of each corporation’s extraction 


sites. 


Profit and Loss: This report details your income, outgoings 


(expenses), and profits for the current month. 


Deposit Map: This report shows you a general picture of 
the potential extraction locations for each energy type. 


Select a type you would like to view. The shaded areas rep- 
resent regions where the energy type is likely to be. 


Performance Report/Comparison Report: ‘This report 
lists each corporation, its checking account balance, and a 


chart indicating whether or not it is currently exploiting 
each energy source. A “Y” indicates that it is producing the 
energy type, an “N” indicates that it is not. 


Other Reports 


* Working Sites: To access this report, select the Departments 
menu and click on Working Sites. The report is a world map that 
displays the location of each of your corporation’s sites. Sites which 
are not producing any output, or which are causing high-level envi- 


ronmental damage will be indicated. 


* Energy Needs: This report lists every open territory, and several 
pieces of information about each. You may go directly to any ter- 
ritory from this screen by selecting the territory name and clicking 


on the Go To button. The following information is listed here: 


Total NRG is the total number of units that the territory 
demands, based on its population and sophistication level. Ifa 
territory has not yet been opened by the U.N., it will simply say 
“Closed.” 


% Need Met is the percent of the territory’s total demand that 
is currently being filled. 


Whenever any territory’s need falls below 25 %, the U.N. will open a 
new territory. 


% You Supply is the percentage of the territory’s total demand 
that your corporation is currently supplying. 


Supplied is the total number of units of energy your corporation 


is currently supplying. 


The Fuel button displays information about the fossil fuel pro- 
duction and consumption of the selected territory. ‘The green 
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bar shows the amount of each fuel type that has been processed in 
the territory. The yellow shows how much fuel, if any, has been 


wasted. 


* Most Dangerous Sites: A certain degree of risk is inherent 
in the operation of any large power utility. Your sites will have 


varying degrees of danger, depending on the nature and tech 
level of each facility, its size, and its geographic location. Select the 
Most Dangerous Sites display from the Departments menu for a list 
of the ten highest-risk sites that you own. 


The danger levels are as follows: Very Low, Low, Medium, High Very 
High, Dangerous, Very Dangerous, Critical, and Very Critical. 


Danger levels reflect the natural conditions of the location as well as the 
condition of the site there. A site built in a place where earthquakes are 
common, for example, might have a high danger level. The most dan- 
gerous sites are the most likely to be destroyed by natural disaster or by 
accident on-site. ‘Io move to any site from this list, select the site, and 


click on the Move To button. 


* [Energy Type] Annual Turnover: You may display a graph com- 
paring how much money each corporation has received from each 
energy type. Select Hot Icons under the Options menu, and choose 


which energy source(s) you would like to display. 


Overlays 


The Overlays menu gives you the option to display as map overlays 
many important pieces of information about you and your competitors. 
Each overlay will appear as a series of panels atop each map square to 
which the information category applies. ‘Io activate any of the 
overlays, click on Overlays in the menu bar, and select an overlay. 
Use the Overlay button next to your Zoom Map to switch the 
selected overlay on and off. 


The following overlays are available: 


Environmental Pollution - rates the degree of pollution each 
site is causing. The scale ranges from 1 to 16, with 16 repre- 
senting the highest level of pollution. 


Number of Rigs - displays the number of rigs on each site. 


Output per Site - displays the site’s total output in energy units 


for the previous month. 


Cost to Operate - displays the current annual operating costs for 
each site. 


Tech Level - displays a bar indicator of which tech level is oper- 
ating on each site. If a site contains rigs of various levels, a letter 


“M” will appear. 


Survey Information - When switched on, this displays the yield, 
as estimated by your survey teams, of the selected energy type. 
While this overlay is on, the yield display will be determined by 
the current build mode. Select geothermal on your control panel, for 
example, to display estimates for geothermal energy. Only sur- 
veyed map squares will have a numerical entry. Non-surveyed 
squares believed to contain deposits of the energy type will be 
marked by a plain blue square. 


Highest Yield - displays the energy type with the highest esti- 
mated yield for each square. Because non-fossil fuels have a 


monthly yield and fossil fuels have a one-time yield, one unit one 
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non-fossil fuel yield is equal to 300 units of fossil fuel. 


* Corporation displays - Switch each corporation’s overlay on to 
display a clearer indication of who occupies each map square. When 
a corporation is switched on, a colored rectangle will appear over 
each of its sites. These overlay options operate independently of the 
Overlay button -- when a corporation’s overlay is switched on, 


gameplay will continue as with the overlay on until it is turned off. 


The Bank 


You may access the bank screen by selecting its icon from the hot icons 
row ( if it’s there), or by selecting Bank Liaison from the Departments 
menu. All figures in the bank screen are expressed in millions of dollars. 
At the bank, you have a checking account and a savings account. All of 
your money will be placed in your checking account until you move it 
into your savings account. Any money you spend must come from your 
checking account. Money in your checking account, however, will not 


earn interest. 


Only the money in your savings account will earn interest, but as long as 
money is in the savings account, you may not spend it. ‘lo spend money 
from your savings account, you must first move it to your checking 


account. 


‘To transfer money from your checking account to your savings account in 
the bank screen, click on the white box next to the word “Checking” so 
that a cursor appears in the box. Using your keyboard, type in the 
amount of money that you would like to remain in your checking 
account (the amount must not, of course, be greater than your overall 
total in the bank). Then press the <Enter> key. The remainder of your 
money will automatically be transferred to your savings account, where it 


will earn interest at the rate shown. 


If you run short on funds, the bank will loan you money. You may borrow 
up to your Personal Loan Limit, which 1s set by the bank. ‘To take out a 
loan, click on the box next to “Loan Amount,” type in the amount you 


would like to borrow, and press the <Enter> key. If you cannot 
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meet your expenses during the month-end calculations, you will auto- 


matically be loaned the necessary funds and notified of the loan. 


To repay a loan or a portion of a loan, select the box next to Repay 
Amount, type in the amount of your payment, and press the <Enter> 


key. 


Click on OK to exit the bank screen. 


The Stock Market 


You may access the stock market screen by selecting Stock Market 
Liaison under the Departments menu, or by selecting its icon on the 


hot icons row, if it is there. 


The stock market screen consists of two information displays. The top 
display itemizes the stock ownership of your company. You will own 
100 percent of your company until you choose to sell some of your 
stock. The listed share value is expressed in millions of dollars per 


share. 


The lower display shows the stock that you own. 
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You may raise money by selling stock in your corporation, and you may 
speculate by buying stock in the other PowerHouses. ‘To issue shares of 
your stock, click directly on your corporation’s name in the stock 
holdings display. On the panel that appears, type in the number of 
shares you would like to offer for sale, then click on OK. If one of the 
corporations accepts your offer, the transaction will appear on the stock 
market panel. If you sell more than 50 percent of your stock, you will 
lose your corporation (and the game, if you don’t control any of the other 


corporations). 


‘To buy stock in another corporation, click on the corporation’s name in 
the bottom info display. If the corporation is currently offering stock for 
sale, a panel will appear, giving you the option to accept the offer. If no 
stock is up for sale, no panel will appear. 


Aggressive trading may pay off. If you manage to buy more than 50 
percent of another corporation’s stock, you will have the option to take 
the corporation over. In this case, the corporation will continue to 
operate, but you will control it just as you control your own. If you 
manage to buy more than two thirds of a company’s stock (66.6 percent), 
you will have the option to liquidate its assets and absorb the profits. If 
you liquidate the corporation’s assets, you will receive cash equal to one 
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half each structure’s original build cost mes the percentage of the cor- 
£ p £ 


poration’s stock that you own: 


Cash Received = Build Cost of all Sites x 1/2 x 


shares you own/total shares 


You do not fave to exercise either option at all, and you will not have 
to make the decision right away. After you have reached 51% or 66.6% 
stock ownership, buttons will appear on the stock market screen 


giving you the option to take over or liquidate at your leisure. 


If you manage to control all corporations operating in the game, you 
win the game. 


“Unique” Operations 


In the corporate world, the drive for power is a strong one, 


and to satisfy it, some will stop at nothing. The 


PowerHouses, unfortunately, will not always be pillars of 
honesty and honor -- you’ll have to watch your back. Fortunately, you 
too will be able to benefit from the devious and underhanded prac- 


tices of corporate warfare. 


You will have several varieties of covert activity at your disposal -- but 
remember: should you decide to take advantage of them, you run the 


risk of being caught and punished. 


‘To engage in the more unsavory aspects of the business world, select 
Unique Operations from the Departments menu. On the Unique 
Operations screen, use the up arrow to hire unique operators. Click on 
Setup to assign a mission. After a mission is complete, you will be 


notified of its success or failure via E-mail. 
The following options are available: 


Sabotage Site - This gives you the option to blow up an 
opponent's production site. Click on Sabotage Site, then select 
the site you would like to sabotage. 
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Steal Technology - You may attempt to spy on your competitors’ 


research, and lift their breakthroughs for your own gain. 


Falsify Survey - You may throw your competitors off by bribing 
their surveyors to report false information. Select Falsify Survey, 
and then select the competitor’s survey in progress on the main 
map. The survey results will be randomized. You may then sit back 
in smug satisfaction and watch your enemy drill for a huge oil 


deposit that doesn’t exist. 


Bribe Territory - You may bribe a territory to view your corporation 


more favorably, and to throw more business your way. 


Slur Opponent- You may bribe a territory to dislike another corpo- 


ration, and to treat it poorly. 
Internal Security/Infiltrate Opponent - See below. 


When you carry out a unique operation, one of several things will 


happen: 
* You may succeed,and your target never finds out about your plot. 


* You may succeed, but your target figures out that it was you who 


caused its misfortune. In this case, the target may retaliate. 


* You may fail, and the intended target finds out about your plan. In 
this case, your opponent may hold a grudge, despite your not having 


gained anything. 


* ‘The worst scenario: Your mission fails, and your plan is publicly 
revealed. In this case the U.N. will castigate you, and the public 
(and the various governments) will look unfavorably upon your cor- 


poration. 


If you are shrewd in planning your unique operations, you stand to 
benefit considerably. But if you are careless, you could suffer damage. 
And remember, the others may target you in their own unique opera- 


tions. 


To minimize sabotage against you, you may hire Internal Security and 


Infiltration teams. When you hire internal security teams,you will have 


a greater defense against unique operations from all possible oppo- 
nents. You will be more likely to find out who has targeted you in 


both successful and failed missions. 


When you hire Infiltrate Opponent teams, you instruct them to 
investigate specific opponents. In this case, you are more likely to find 
out about the specific opponent’s schemes against you, and you are 
more likely to be able to expose it publicly if you do uncover a 


scheme. 


You may hire a maximum total of five Unique Operations Teams, 


including infiltrate and internal security teams. 


fs] About the Marker 


‘The Marker is an automatic function that lets you 
find specific squares quickly and easily. ‘The Marker 
will always move to last selected map square. It will 
respond to several types of actions, including the fol- 


lowing: 


* When you right-click on any map square to retrieve information 


about it, the marker will move to that square. 


* When you view survey information via Output from Surveys 
under the Departments menu, the marker will move to the square 
corresponding to the last information screen displayed. To find it, 
close Output from Surveys, and select the Marker button next 
to the Zoom Map. 


* When viewing the Working Sites display in the Departments 
menu, you may click directly on the display map. An information 
panel for the selected square will appear, and the marker will 


move to that square. 


* When viewing the Most Dangerous Sites list, click on any site 


name listed, and the marker will move to that square. 


* You may find any working survey team on the main map by 
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clicking on the arrow button to the left of the Survey Team icon 
(see Surveys). The marker will move to the site of each working 


survey team in succession. 


A Note on Gameplay 


A territory will buy all the energy it can get from any corporation as long 
as less than 100 percent of the territory’s energy need is being filled. 
Thus, when a territory first opens, the PowerHouses will likely race to 
see who can supply the greatest percentage of the territory’s need before 


100 percent of that need is met. 


If the corporations are together producing more electricity in a territory 
than the territory needs, it becomes a buyer’s market. The territory can 
then determine how much energy it will buy from each corporation 
based on the government’s preferences regarding the PowerHouses. 
(This may be a good time for bribing and slurring with your Unique 
Operations ‘Teams.) 


Government preferences are based chiefly on environmental issues: 
Who has kept the cleanest sites? Has anyone destroyed a site and aban- 
doned the wreckage? etc. If a government likes each PowerHouse 
equally, its territory will buy equal amounts of electricity from each 
PowerHouse (assuming each is producing equally). If it likes one in par- 


ticular, it will buy a greater share from the one it likes. 


Territory energy needs will also change as time passes. Say, for example, 
that both you and another corporation are producing excess electricity in 
a territory, but the territory’s government likes you more than it likes 
your competitor. When the territory’s energy need climbs, it will 


probably buy more of its additional electricity from you. 


If you are producing more energy in a territory than you can sell in that 
territory, you may send it out via Transformer, or store it in a Capacitor. 
Energy will automatically go first to its home territory (until 100 percent 
of the need there is met). Then, any excess will go to a Transformer if 
one is within range. If there is no Transformer, or if a Transformer 
cannot handle all the excess energy that is being produced, the excess 


energy will then look for a Capacitor. 


If there are two transformers, or two capacitors within range of a site, 


the energy will flow first to the closer of the two, then to the further. 


If excess electricity is not sold, sent out via Transformer, or stored in a 


Capacitor, then it is wasted. You will be warned if this occurs. 


Appendix 


The following reference lists the ten technology levels for each type of 


rig in PowerHouse: 


Oil/Gas Onshore 


1. Hydraulic Pump 
2. Pressure Pump 
3. Beam/Rod Pump 
4. Gas Lift System 
5. Lateral Bore 

6. Cyclic Pump 

7. Deep Bore 

8. Vacuum Pump 

9. Twin Bore 

10. Smart Bore 


Coal 


. Surface Cut 

. Lateral Cut 

. Vertical Cut 
Deep Cut 
Multi-Layer Cut 
. Surface Sensors 

. Multiple Fan Cut 
. Deep Seam 
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9. Deep Sensors 
10. Automated Search 


Oil/Gas Offshore 


1. Compliant ‘Tower 
2. Jack-Up Rig 

3. Jacket Structure 

4. Semi-Submersible 
5. Tension Leg Rig 
6. Submersible Rig 
7. Free Submersible 
8. Deep Submersible 
9. Twin Drill Rig 

10. Smart Drill Rig 


Nuclear 


. Gas Cooled Core 

. Breeder Reactor 

. Fast Breeder 

. Twin Core System 
. Distributed Core 

. Fission-Fusion 

. Laser Fusion 


. Magnetic Fusion 


© ON DW NN Hh W NW 


. Deuterium Fusion 


10. Particle Beam 
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Hydroelectric 


1. Pumped Dam 
2. Storage Dam 


3, Semi-Sub System 


4. Frequent Flow 
5. Constant Flow 
6. Partial Run 

7. Run-of-River 


8. Micro-Run System 
9. Multi-Micro Run 


10. Run-of-Stream 


Wind 


1. Horizontal Axis 
2. Vertical Axis 

3. Darrieus Design 
4, Dispersed Grid 


5. Multi-Fan System 


6. Multi-Mini Fan 


7. Octal Fan System 
8. Multi-Layer Grid 


9. Connected Grid 


10. Dodecahedral Fan 


Wave 


Solar 


. Parabolic Dish 

. Parabolic ‘Trough 
. Photovoltaic Fin 
. Central Receiver 
. Focused Array 
Power ‘lower 

. Salt Gradient 

. Altitude Cell 

. Suborbital Cell 
10. Orbital Cell 
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Geothermal 


1. Hydrothermal 

2. Single Flash 

3. Double Flash 

4. Dry Steam 

5. Binary Cycle 

6. Hot Brine 

7. Hot Dry Rock 
8. Deep Hot Rock 
9. Magma System 
10. Deep Magma 


1. Surface Follower 
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. Duck Float 

. Floating ‘Tank 

. Water Column 

. Focused Column 
. Cathodic Barrier 
. Dispersed Grid 

. Direct ‘Turbine 

. Mini Turbine 


10. Run-of-Wave 


Transformers 


1. Copper Cable 
2. Optical Cable 
3. Gold-Capped Node 
4. Gold Glaze Cable 
5. Superconductor 

6. Cool Super-C 

7. Warm Super-C 

8. Microwave Beam 

9. Laser Carrier 

10. Satellite Beam 


Generators 


1. Steam Converter 
2. Steam ‘Tower 

3. Vacuum-Sealing 

4. ‘Twin Piston 

5. Quad Piston 

6. Direct Heat 

7. Octo Piston 

8. Magnetic ‘Turbine 
9. EM ‘Turbine 

10. GPE Drop-System 


Capacitors 


. Copper Cell 

. Zine Cell 

. Zine Gel-Cell 

. Magnesium Cell 

. Sodium Cell 

. Potassium Cell 

. Gold Liquid-Cell 
. Platinum Liquid 

. Gold Ell-Cell 

10. Platinum Gel 
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Refinery 


1. Hydroskinning 

2. Integrated Cut 

3. Atmospheric Cut 
4, Catalytic Reform 
5. Molecular Shift 

6. Dry Chemical Cut 
7. Bio-Mineral Cut 
8. Bio-cracking 

9. Bacterial Cut 

10. Enzyme Cracking 


8| ZOoOOouuZD F mvocoETmmseoyv 


Designers’ Notes 


We are big fans of many business games, but have especially fond mem- 
ories of a type that is seldom seen these days — the oil tycoon games. 
These cast you as a wildcatter, trying to build an oil company, and 
thereby make a million or six. They were smallish games because they 
remained focused on one task — oil production and sales — but they 
were lots of fun. We wanted to recapture that fun, and to enhance it with 
new elements like empire-building, changing technology, and fierce 


competition. 


At the same time, it struck us that the energy crisis seems to be “old 
news,” even though the speed at which we’re using up the world’s fossil 
fuels still seems to be accelerating. In practice, as much of Asia becomes 
significantly better off over the coming decades, consumption of elec- 
tricity per head will grow exponentially, given the high population 
growth in these nations. Unless major new sources of energy are found 
and used, a crisis seems inevitable not too many years from now. Ever 
keen to see the silver lining to a dark cloud, it struck us that this repre- 
sented a major strategic challenge to the world — what better subject 
matter to incorporate right into our new game?! So PowerHouse was 


born. 


PowerHouse is unique in that it combines a compelling storyline 
with an expanded business empire/energy game; it is the only game to 
cover all nine major energy sources, and adds research into new tech- 


nologies (some still only theoretically possible at the time of writing). 


Another exciting element of this game was the ability to use realistic 
data for quite a bit of the underlying model. Data on worldwide popu- 
lation growth and per capita energy consumption, as well as the basic 
costs and revenue streams of the energy industry, are fascinating as well 
as rewarding to include. But don’t worry! We have used the realistic data 
as a base for our model, rather than using all the tables exactly as is, so as 
to ensure that every game you play will be different. This is no “puzzle” 
to be worked out, but an open economic game with more than a touch of 


realism. 


One of our first decisions was to render the game in Super VGA graphics; 
not only would this give the game that crisper, cleaner look most strategy 
gamers are so fond of, but also, by allowing us to present more data or 


icons on each screen, it would allow us to build a streamlined, more intu- 


itive interface made up of fewer screens. We also decided to make the 


game turn-based, in response to customer requests. 


Another early decision was to simplify the number of tasks the player 
has to do each turn. Our own Air Bucks offers the power of more flex- 
ibility, for example a//owing the users to set prices, but at the same 
time it 7eguires you to set the prices. With PowerHouse, we've 
worked hard to create a game which offers you significant decision- 
making ability, without 7eguzring such an enormous micro-management 
burden. We make games, not spreadsheets with graphics (¢#a¢ market 


is way too competitive for us!!) 


At the same time, we have strived, too, to maintain the almost unsur- 
passed feedback and information supply of Lords of the Realm, to 
enable you to make decisions in the game based on sensible facts. ‘The 
game lets you know w/y things happen a certain way, allowing you to 


focus on working out how you want to improve the situation. 


Ever since we launched Air Bucks, many of our users have asked us 
to produce Windows versions of our games. We had not done so prior 
to PowerHouse, since the graphics overhead of Windows would 
slow our games to a crawl. As we were starting to code 
PowerHouse, though, Microsoft began showing off WinG, a device 
which lets developers get back much of the speed of DOS from within 
Windows. PowerHouse seemed like the perfect game for our first 
major Windows product (with its turn-based structure, SVGA graphics 
and tile-based terrain map) so, for those of you who have been waiting 


so long, you time has come. 


PowerHouse is also very much a CD game, as it includes full- 
motion video, photographs, and professional voice acting (i.e. speech!). 
All of the ENN reports, for example, are video-based, using a combi- 
nation of filmed actors and file footage of real generators, oil rigs, and 
the like. 


We have also worked hard to ensure that the computer opponents give 


you a good run for your money. 


The result of our work goes far beyond the old “energy baron” games 
by providing a rich blend of building, power grabbing, and cutthroat 
competition. When we set out to make a business game, we mean 


business! 


David Lester & Chris Foster 
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Impressions Software Inc. 
Software Copyright © 1995 Impressions 
Manual Copyright © 1995 Impressions 
LHA Copyright © 1988-91 Haruyasu Yoshizaka 


All rights reserved worldwide. No portion of this manual may be copied, repro- 
duced, translated, or reduced to any electronic medium or machine-readable 
form without the prior written consent of Impressions Software Inc. 


THE ENCLOSED SOFTWARE PROGRAM IS LICENSED BY 
IMPRESSIONS SOFTWARE INC. TO CUSTOMERS FOR ‘THEIR 
NON-EXCLUSIVE USE ON A SINGLE COMPUTER SYSTEM 
PER THE TERMS SET FORTH BELOW. 


LICENSE 


You have the non-exclusive right to use the enclosed program on a single com- 
puter. You may not electronically transfer the program from one computer to 
another over a network. You may not distribute copies of the program or docu- 
mentation to others. You may make one (1) copy of the program solely for 
backup purposes. You may transfer the software from one computer to another on 
a permanent basis only, and only when all copies of the original software on the 
original computer are removed on a permanent basis. You may not use, copy, 
modify, sub-license, rent, lease, convey, translate or transfer the program or doc- 
umentation, or any copy except as expressly provided in this agreement. You may 
not convert this software to any programming language or format, decompile or 
disassemble the software or any copy, modification or merged portion, in whole 


or in patt. 


LIMITED WARRANTY 


This program is provided “as is” without warranty of any kind either expressed 
or implied, including but not limited to the implied warranties of merchantability 
and fitness for a particular purpose. The entire risk as to the results and perfor- 
mance of the program is assumed by you. Impressions Software Inc. does not 
warrant that the functions contained in the program will meet your requirements 
or that the operation of the program will be uninterrupted or error free. The sole 
and exclusive remedy available to the purchaser or user of this software and 
accompanying documentation is a refund or replacement of the product, at the 
option of Impressions Software Inc. 

To the original purchaser only, Impressions warrants the magnetic diskette on 
which this software product is distributed. It is warranted to be free of defects in 
materials and faulty workmanship under normal use for a period of ninety days 
form the date of purchase. If during this ninety-day period the diskette should 
become defective, it may be returned to Impressions Software Inc. for a 
replacement without charge. The media warranty period is automatically 


extended upon receipt of the registration card. 
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About This Manual 


This ‘Technical Supplement and Tutorial booklet will provide you 
with instructions on how to install PowerHouse, how to load the 
game, and where to get technical help if you run into problems. It will 
also provide you with a quick tutorial to help you get started playing 
and enjoying your new game as quickly as possible. Once you’ve 
played through the tutorial, you will probably want to read through the 
Game Reference Manual to get details on all of the game’s features. 


Installing 
PoweRHouseE 


1) Make sure your computer is turned on and the Windows pro- 
gram is loaded. 


2) Place the PowerHouse game CD in the CD-ROM drive. 

3) Under the File menu, select Run. 

4) In the box that appears, type the letter of your CD-ROM 
drive, followed by a colon, then \SETUP.EXE and press 


<Enter>. For example, if your CD-ROM drive is your D 
drive, you would type D\SETUP.EXE and press <Enter>. 


5) Follow the on-screen instructions to complete the installa- 
tion. 
6) The installation process will create a program group and a 


program icon for PowerHouse. It will also create an icon for 
the PowerHouse Historical Supplement, an overview of ener- 
gy development in modern times. ‘To play the game, double 
click on the PowerHouse icon. ‘To view the Historical 
Supplement, double click on the second icon. (The game CD 
must remain in the CD-ROM drive while the game is being 
played or theHistorical Supplement is being viewed.) 
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Powerhouse 
Quick Start Tutorial 


Before You Begin 


First, make sure that your game is properly installed and running. If you have 


problems, refer to the Technical Tips section of this booklet. If you can’t find 
the answers there, contact the Impressions Technical Support Line for assis- 
tance. Information on where to get help is listed in the ‘Technical Support sec- 
tion of this booklet. 


This game requires a mouse. When you are told to click on something, move 
the mouse pointer to the indicated position and click the eff mouse button 
unless the instructions tell you to use the right one instead. In general, when 
playing PowerHouse, the left mouse button takes an action, while the right 
mouse button provides information. Some commands can be activated through 
the keyboard by pressing the key corresponding to the underlined letter in the 
command, if you find that easier. 


Before starting the tutorial below, you should get out the Quick Reference Card 
included with the game and keep it nearby as you play. Other useful diagrams 
can be found in the PowerHouse Game Manual, particularly the Main Game 
Screen display and key on pages 17-18, and the diagram of the Survey Results 
Screen on page 25. 


Anything printed in bold type, like this, is something printed on the actual 
game screen that you should look for. Anything printed in bold italics, like this, 
is an especially important game play note. 


Once you’ve begun the tutorial, you can exit it at any time by clicking on the 
File menu on the Menu Bar, and selecting Exit from the list that drops down. 
You can also Restart your tutorial game ftom this menu, as well as Save it and 
return to it at a later point, if you wish. 


Note that the strategies given in this manual are not necessarily the best strate- 
gies to use in the actual game. They’ve been chosen to give you the clearest 
introduction to the major aspects of the game, not to make sure you win from 
the start. 


Double-click on the PowerHouse icon to start the game. The PowerHouse 
Startup Box will appear. Choose Quick Start New Game. You will be play- 
ing as the Blue corporation in this tutorial, and starting with M$2,000 ($2,000 


million) in capital funds — an average amount. 


A Quick Overview 

In PowerHouse, you play the CEO of an energy development corporation, try- 
ing to survive and grow in an energy-poor world. The world is divided up into 
roughly sixty large territories, each with its own energy resources and needs. 
The United Nations has taken charge of “opening” these territories to the 
four energy corporations who would like to operate there. At the start of the 
game, only one territory is open. If you and your rival companies are success- 
ful in meeting the energy needs of the first territory, the UN will slowly open 
more territories for you to develop. 


To develop the world’s energy resources, you first survey the land to deter- 
mine what locations have what kind of resources, then you build sites of vari- 
ous types to extract the energy from those resources. You also invest in 
research and development to try to increase the level of technology available 
to you for these tasks. You are always competing with the other three corpora- 
tions, all of whom are also looking for rich energy sources to exploit and trying 
to develop new technologies to take advantage of those resources more effi- 
ciently. Each energy unit produced by your corporation earns your corporation 
one million dollars in income, less any royalties and fees you may have to pay. 


The Main Screen 


Below is a diagram of the layout of the PowerHouse main screen. The left part 
of the screen holds the Main Map Window, while the right one-third holds the 
Control Panel. Only those areas which you need to be familiar with for this 
tutorial are marked. For a more complete diagram of the main screen, take a 
look at pages 17-18 in the main Game Manual. 


Menu Bar Jump to Marker 


| File Options D@partments Overlays Help 


Current Unit 
Current Unit Info 


Build a Coal Mine 


Build a Solar Farm 


Build a Generator 


Set Up a Survey 


Read E-mail 
End Month 
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Look in the main map window. You’ll see part of a territory showing the general 
terrain. Dashed lines on the map show the borders of the different territories. 
Open territories are bordered in red, while closed territories are bordered in 
black. Remember that opened territories are ones in which you can build and 
develop your sites, while closed territories are barred to you and your rival cor- 
porations. If you attempt to survey or build in a closed territory, the UN will not 
allow it. 


You should be looking at some part of this first open territory. Somewhere 
inside the border of this territory you should be able to find your marker, a 
small square crosshair icon. ‘The use of the marker will be described in a 
moment. 


You can scroll around the map either by moving the mouse pointer to the edge 
of the screen in the direction you want to scroll, or by pressing the arrow keys 
on your keyboard. You can jump around the map quickly by using the zoom 
map, the small map of the world in the upper right corner of the screen. The 
black box outline on this map shows you what part of the world is currently visi- 
ble in the main map window. Click on some other part of the zoom map with 
the mouse pointer, and the view in the main map window will jump to that 
location. 


You can look all around the world map this way, but you can’t do anything in 
most of the territories because they’re still closed. To get back to the open terri- 
tory quickly and easily click on the marker button, the third box down in the col- 
umn of four small boxes just to the right of the zoom map. This will immediate- 
ly bring you to the marker location. 


Set Up Surveys 
Before you start building energy-producing sites, it’s a good idea to survey the 


land first. You don’t Aave to — you can just start constructing sites blindly if you 
want — but you’ll probably wind up with sites that don’t produce energy. 


You start off the game with one survey team already hired, but you will usually 
want more than one on staff, to increase the amount of territory you can survey 
at one time. From the Menu Bar, click on Departments. Select Personnel — 
Survey from the list. The Survey Personnel panel will appear. In the center 
of the panel is a pair of up and down arrows. Click once on the up arrow to hire 
a second survey team, then click on OK to return to the main screen. 


Before you start placing your survey teams on the map, you need to know the 
rules under which survey teams operate. Each survey team investigates the tile 
it’s placed on, plus one tile on every side of its own tile, including diagonal tiles. 
‘Thus, a single survey team can check out a total of nine tiles at once. When 
placing survey teams, it’s a good idea to place the teams far enough apart so that 


their survey areas don’t overlap, just to be efficient. The rules for where you 
can and can’t place a survey are as follows: 


e You can’t place a survey team directly on top of the survey team for 
another corporation, and you won’t get survey results for a tile currently 
occupied by another corporation’s survey team. 


e You can’t survey a location that’s already been developed by another cor- 
poration at all. Not only can’t you put a survey team on top of the site 
itself, but if you try to survey right next toa developed site, your team 
won’t get any information from that tile. 


e You can’t survey “across the border” into unopened territories, so it’s bet- 
ter to keep your survey teams at least one square away from the edge of 
the territory so they can investigate their full nine tiles. 


If you want, you can just start setting down survey teams in any location that 
looks interesting. But it’s a better idea to get some more information first, to 
help guide you in deciding where to put your teams. Go to the menu bar and 
click on Overlays. From that menu, choose Deposits & Surveys. 


Now look at the nine boxes near the middle of the control panel that show 
pictures representing each of the nine energy types. Click on each one in turn 
and watch the map. Any tile that is shown marked with a blue rectangle is a 
tile where you might reasonably expect to find some of that energy type. This 
publicly-available information is very general and often inaccurate (your own 
survey results are much more precise and useful), but it’s better than nothing. 
‘T'ry to find an area where the deposits overlay indicates several different ener- 
gy sources might be found. Then go back up to the Overlays menu and click 
on Deposits & Surveys again, to turn the overlay off. 


Now you’re ready to send out your survey teams. Look at the current unit box, 
just underneath the zoom map. You want it to be showing a pair of binoculars, 
telling you that your survey units are ready to be deployed. The information 
bar just below that should say Survey. If some other picture appears in the 
current unit box, look for the large golden letter e at the bottom of the control 
panel. Just above it is a box showing a pair of binoculars. Click on the binocu- 
lars, then check the current unit box again. The binoculars should now be 
showing in the current unit box. 


Left click on the map in the location where you want your first survey team to 
begin. A Site Permit Box should appear. (If you click in a closed territory by 
mistake, you’ll get a message from the UN instead.) This is a communication 
from the territory, asking you to pay a fee for a license to survey all the land in 
their territory. They will also tell you what the per-tile survey fee for each ter- 
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ritory will be. Click on Yes. You’ll see a square tile with a pair of binoculars 
appear on the spot where you clicked. In the upper right corner of the binocu- 
lars tile is a tiny blue box, showing that this survey team is run by your corpora- 
tion. The survey teams from the other companies will look exactly like yours, 


except for the color of the corporation box. 


Click on a second location to place your second survey team. This time there 
won't be a panel, since you’ve already paid the fee. You can now survey as many 
tiles in that one territory as you like without paying a second license fee (though 
you still have to pay a small per-tile amount and your survey teams’ wages.) 


End Your First Turn 

Survey results take three months to come in, and until they arrive there’s not 
much else you can do (unless you want to start building blind, which isn’t a 
grand idea.) Click on the button that says End Month, in the lower right corner 
of the screen. A Financial Statistics Report will appear, which shows you very 
little at this point; you'll see that your corporation lost a small amount of money 
in the last month due to licensing fees and survey team hiring costs. Since you 
haven’t started producing energy, you have no income yet. 


Click on OK. Next, a Corporation Comparison Report will appear. This 
shows you what types of energy each of the four companies are trying to devel- 
op, and what their current bank balances are. Since no one is developing any- 


thing yet, this report is also pretty boring right now. Click on OK. 


At the end of your first turn, you'll notice that the other companies have started 
sending out survey teams, too. Get through two more months quickly by click- 
ing on End Month and moving past the monthly reports twice. At the end of 
the third month, you should see two things happen: your survey teams will dis- 
appear from the main map, and the golden letter e on the control panel will start 
rotate. This means that you have electronic mail (E-mail) waiting for you. Your 
survey team’s results always arrive via electronic mail. Click on the e to bring up 
the Message List Screen. 


You should have two messages waiting, one from each of your survey teams. A 
small arrow next to message 001 indicates that it’s the current message. Click on 


the button marked View to bring up the survey results. 


View the Survey Results 


The survey results are presented as a 3 x 3 grid of squares. Each square repre- 
sents one of the tiles surveyed by that team, and shows the four energy types 
which are in greatest abundance in that square. (The four energy types are not 
displayed in any relevant order.) ‘The survey results are zot exact — they are 
approximations. A square may have less than four energy types, but no square 
has more than four. 


For the three fossil fuels (oil, gas, coal), the number shown can be up to 
25,500 and represents the total available amount of that fuel that can be gotten 
from that site. Once the total fuel is extracted, the site will produce no more 
energy. For the non-fossil fuel sources, the number shown can be up to 85 
(except for Nuclear power, which is sometimes higher), and represents the 
maximum amount of energy that location can provide per month per operational 
rig at the site. Although the possible numbers for the non-fossil fuels are lower 


than for fossil fuels, the non-fossil energy sources never run out. 


‘The blue bar next to each energy source shows the Ease of extraction of that 
energy. [he more blue in the bar, the greater the difficulty of extracting the 
energy. A high level of difficulty may mean that no energy can be obtained 
from that energy resource at that site at all until the available technology 
improves. ‘T’he red bar indicates how much environmental damage will occur 
by developing that energy source. The more red, the worse the damage. 


Examine the survey results and take note of high-level resource areas with low 
difficulty ratings. Click on Exit to return to the E-mail window, then use the 
down arrow on your keyboard to move to the next message and examine the 
second set of survey results. When finished, click Exit, and then click on Exit 


in the E-mail window to close it and return to the main screen. 


Once you’ve read all the current mail, the e will stop turning. Your E-mail will 
stay in your box until you delete it. Hang onto your survey mail until you’re 
sure you’re done with it — although you can access the survey information in 
other ways (see the Game Manual), your survey results are a good way to keep 
track of this information. 


The Basics of Extracting Energy 

Now that you know where the energy is, you have to extract it. Turning 
resources into usable energy is simple for non-fossil fuel sources, and a little 
more complicated for fossil fuels. All Non-Fossi/ Fuels (nuclear, hydroelectric, 
solar, wind, geothermal, and tidal) produce energy directly; only the main col- 
lecting unit needs to be built in order for the energy (and the money) to start 
rolling in. 


Coal and Gas, however, need to be transported to a Generator in order for the 
energy to be produced; after building either a coal mine or a natural gas well, 
you also have to build a generator to burn the coal or gas and produce energy. 
Coal and Gas are automatically transported to your generator, although you 
can arrange to transport Gas via pipeline if you wish. 


Deposits of O7/ require an additional step. The petroleum from your wells 
needs to first go to a Refimery for cracking, and then to a Generator to be 
burned for energy. As with Gas, Oil is automatically shipped to your generator, 
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unless you build a pipeline for it (which may or may not be more cost-effective.) 
Refineries and Generators can service more than one energy-producing unit, 
although they do have limits which are determined by how advanced they are 
technologically. Generators and Refineries should be as close to as many energy 
producing sites as possible — shipping costs increase the farther the resource 
has to be moved. 


Based on the results of your surveys, you should decide on two types of energy 
production to specialize in, one non-fossil and one fossil fuel. ‘This will allow 
you to concentrate your Technical Research on those types of energy produc- 
tion. (How to do Technical Research will be covered in a moment.) For this 
tutorial, you’re going to specialize in Solar Energy and Coal Mining. 


Build lar F 


Click on the E-mail icon again, select one of your surveys, and bring up the sur- 
vey results. 


Find a square producing high levels of solar energy (greater than fifty, if possi- 
ble.) Check to see that the square isn’t more useful for some other type of ener- 
gy you might want to exploit later, as you can only have one type of energy- 
extracting unit on a tile at a time. Move the mouse pointer to the small terrain 
grid at the lower right of the screen and click on the tile in the same position as 
that square. You will jump to the main display screen, and you will see your 
marker on the location of the square you just selected. Your marker follows you 
around as you act, always moving to the last location you were working on or 
examining. 


In addition to bringing up each of your E-mail surveys, there’s another way to 
find a good place to set up a solar farm. Go to the Overlays menu and select 
Deposits and Surveys. You will see the same light blue bars you saw earlier. 
Select one of the nine energy unit building icons (just below the Current Unit 
Information Bar. Any light blue bars is areas you’ve surveyed (which are not 
occupied by units from other corporations) will display numbers indicating the 
yield of the energy type you’ve currently selected. Beneath the light blue bars 
will be small versions of the red environmental damage bars and the dark blue 
ease of access bars for that energy type. Using this map, you can see which 
squares of the ones you have surveyed have the greatest potential for solar ener- 


gy. 


Locate the picture of the sun on the control panel and click on it. ‘The current 
icon box will change to show the sun, and the information box will start cycling 
through information: first, the name of the unit (Solar), then the cost to build 
one solar farm, then the cost to maintain it (per month), and the cost to run it 
(per month.) 


Left click on the site where your marker is. An Extraction Permit Box will 
appear, offering you a deal. The territory will allow you to extract the natural 
resource you want from that tile for a certain set fee plus (usually) a royalty — 
a part of your profits to be paid directly to the territory itself. This information 
is displayed on the right half of the box. On the left half of the box is the sum- 
mary of the amount of energy, the ease rating, and the expected amount of 
environmental damage that will occur if that type of site is built at that loca- 
tion. Click on Yes to close the deal and your solar plant will appear, looking 
like a bank of glass mirrors. It will begin producing energy in the following 
month. 


Right click on the picture of the solar farm to get a panel summary of informa- 
tion on this particular unit. On the left half of the panel is a display that 
should read 1 Parabolic Dish. This indicates that you have one 7g at the 
site, and its ‘Technological level is Parabolic Dish, the lowest possible. At the 
right edge of this display is a small arrow; click on it to bring up the 
Technology Department panel. From this panel, you can increase the num- 
ber of rigs at the site (up to a maximum of ten), and upgrade older rigs once 
new technology becomes available. In the center of the panel is a pair of up 
and down arrows. Next to the arrows is the dollar amount it will cost you to 
add each new rig. Click on the up arrow until you have added the maximum 
number of rigs to the site, then click on OK to return to the main screen. 


Get a Bank Loan 
Improving your Solar Plant will probably drain your available cash to almost 
nothing. To get more working capital, you need to take out a Bank Loan. 


Go to the Departments Menu and select Bank Liaison. The World Bank 
panel appears. Loans are handled in the lower left corner of the panel. Click 
on the white box next to the words Loan Amount. A line cursor will appear 
in the box. ‘Type in 500 (the amount of the loan you want), and press Enger. 
The loan will be granted automatically, provided you don’t try to exceed your 
personal loan limit. ‘The money from the loan will be automatically added to 
your corporation’s funds. Click OK to return to the main screen. 


Build a Coal Mine 

Now, you need to locate a spot that’s good for coal mining. You can do this 
either by calling up your E-mail surveys again or you can right click on any tile 
that you have already surveyed to get a display of the survey results. 


Find a spot that has a good deposit of coal (15,000 or better, if possible), and 
that has a low difficulty factor. Select the picture of the lump of coal on the 
control panel so that it becomes the current unit, and left click on the tile 
where you want to build the mine. As with the solar plant, a panel will appear 
offering you the territory’s terms under which they will let you build. Click on 
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Yes, and your coal plant will appear. Following the same procedure as you did 
with the Solar Plant, add two or three more Surface Cut rigs to your coal plant. 
Don’t use up all your money improving your coal mine — you need to save 
enough to build a Generator. 


Next, find another site near to your coal plant which has little in the way of 
usable energy resources and which is not on a river. Find the Generator picture 
(it looks like a factory with a lot of smoke stacks), and click on the Generator to 
make it the current unit. Left click on the site you’ve selected to build your 
generator. Without the generator, it wouldn’t matter how much coal you had — 
you’d get no energy from it. The coal from the mine will automatically be 
shipped to the Generator and burned to produce electricity. 


Do Research 

To be able to make more efficient use of renewable non-fossil resources, and to 
be able to get to deeply buried deposits of fossil fuels, you will need to do 
research into energy technology. 


On the menu bar, click on Departments, then on R & D. The Research and 
Development Department panel appears. At the top right of the panel are the 
words Hire/Fire Scientists and a pair of up and down arrows. Click on the up 
arrow four times to hire four teams of scientists for your labs. 


Next, click on the picture of the lump of coal. The Research Assignment 
panel appears. It shows you what your current level of technology for coal min- 
ing is, what the next level you can achieve is, and what benefits you'll get from 
that advancement. Next to the word Assigned is another pair of up and down 
arrows. Click on the up arrow twice to assign two teams of scientists to doing 
research on coal mining technology, then click on OK. Back at the main R&D 
panel, click on the picture of the sun and assign the other two scientific teams 
you hired to do research into solar energy technology. When you finish, click on 
OK to return to the main screen. 


Click on End Month. Now that you have two sites built, an additional report 
will be added to the month’s end display — the Map of Developed 
Extraction Sites. A black square will appear everywhere you have built a site. 
At the end of the first month after you build your first two sites, you’ll notice 
that they both flash yellow. ‘This indicates that they produced no energy last 
month. This is normal — all sites take at least one month, often longer, to start 
producing energy. A site that suddenly stops producing energy, however, is a 
site that’s in trouble and needs attention. 


Continue Your Game 
From this point, you need to continue doing what you have been: surveying 
new territory and building new energy-producing sites. You will see your com- 


petition doing the same thing, taking up sites and preventing you from devel- 
oping them. Eventually, your scientists will come up with some new technolo- 
gy and inform you by E-mail; at that point, if you can afford it, you'll want to 


start upgrading your machinery. 


Before too long, the energy needs of the first territory should be at least 75% 
satisfied, at which time the UN will authorize the opening of a second territo- 
ry adjoining the first. When that happens, you’ll want to move into the new 
territory and start developing it as well. As more time progresses, you'll have 
to start paying attention to such issues as the safety of your sites, and the long- 
term environmental damage they are causing. For details on how to deal with 
these and other aspects of the game, please read the PowerHouse Game 


Manual. 


Remember — the power is in your hands! 
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Technical Tips 


We have found that many of the common problems our customers expe- 
rience with their machines have simple answers. If you are having one 
of the problems listed below, the solution provided should be tried first 
before you search any further for answers. 


Memory Requirements: This game is designed to run on a machine that has 
4 megabytes of system RAM installed. If you experience errors that say “Out 
of memory” or “General Protection Fault”, check to see if you have any other 
programs running, by looking at the system task list. You can get to the system 
task list by holding down the <Ctrl> and <Esc> keys at the same time. If you 
see anything other than “Program Manager” and the game, choose that item in 
the list with the up and down arrow keys and hit the “end task” button with 
your mouse. 


When things aren’t working: 
1. Is my video card set to a standard 256 color mode? 


“Video mode” refers to the number of pixels displayed on the moni- 
tor along with the number of colors each pixel can represent. ‘The default 
video mode for most installations of Windows 3.1 is 640x480 pixels with 16 col- 
ors, usually referred to as standard VGA. This game requires a 640x480 pixel 
256 color, or better, display mode. If the video mode has greater than 256 col- 
ors, you may experience some slowdown in performance, but otherwise it 
should work fine. 


To find out what video mode your machine is using: 


Go to the Program Manager (the main starting view of Windows) and 
open the “Main” program group. Double click on the “Windows Setup” icon. 
This will give a listing of a number of settings for Windows, including 
“Display”. On most systems, this entry will indicate the resolution as some- 
thing like “SVGA 640x480x256” (this indicates 640 by 480 pixels with 256 col- 


ors). 


If the Windows Setup Display does not clearly state how many colors 
are being used, consult the documentation for your computer to find out how 
video resolution can be changed; this should give you some indication of how 
to find out what mode your machine is currently using. Sometimes a “Set 
Resolution” utility can be found in a group in your program manager that might 


give a push button interface to the whole process of display management. If 


necessary, call the company that sold you your computer (a list of computer 
manufacturers is included later in this document) to find out this information. 


2. How do I change the video mode to 256 colors? 


First, consult the documentation, the computer vendor or manufac- 
turer to find out how your specific machine should change between video 
modes. Sometimes it is as simple as running a program and choosing 
“640x480” and “256 colors” in a list of options. If not, read on. 


Most video hardware for Windows machines includes a set of “dri- 
vers”, software files designed to manage the specific hardware through various 
Windows modes. If you have an older machine, contact the manufacturer for 
updated video drivers. 


Get out your Windows install diskettes and set them aside, as some 
video mode changes require access to resources from them; usually there are 6 
in the set. If you have a “video driver” diskette, get that out too. Run the 
“Windows Setup” program from the “Main” program group in the “Program 
Manager” (the initial Windows screen). (If you run into any problems where 
Windows will not display properly after running Windows Setup, you can run 
the DOS version of Setup, which is located inside the Windows directory and 
set the display for VGA, before contacting either the vendor or manufacturer 


of your computer for more information on video configuration). 


If the “Display” setting indicates 256 colors, you are already in a 256 
color video mode. If you are experiencing problems with this video mode, try 
using some other 256 color mode. 


To change drivers, click on the “Options” menu, choose “change 
system settings”, click on the arrow to the right of the display setting and 
scroll down to an appropriate driver listing. If your hardware specific video 
drivers have been previously installed (very likely) they should be on this list. 
Windows version 3.11 (either for workgroups or not) or later, include in this 
list Super VGA 256 color video drivers. Since some video cards require specif- 


ic drivers, you should usually use the ones that came with the hardware. 


If your video drivers are not on the list, scroll to the very bottom of 
the list and choose “Other Display (Requires disk from OEM)...”. At this 
point, insert the video drivers disk that came with your system and make sure 
the disk path is correct, usually either “A:\” or “B:\”. Choose the appropriate 
driver (640x480x256 is optimal) and follow the prompts if asked for further 
disk insertion. 
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IMPORTANT: DO NOT USE XGA, VIDEO 7 OR 8514/A DRIVERS 
UNLESS YOU ARE ABSOLUTELY CERTAIN THAT THE CARD YOU 
HAVE IS OF THE APPROPRIATE TYPE. 


If you try to use the 256 color drivers that come with Windows 3.11 or 
later, be aware that they require a VESA compliant video card. VESA refers to 
a standard set of calls for Super VGA cards that allows different programs to 
work properly with Super VGA displays. 


If you are not sure whether or not your video hardware is VESA com- 
pliant, a program included in the game install, called UNIVESA.EXE, can be 
used to make non-VESA compliant SVGA cards use VESA calls; the file can 
be found in the UNIVESA directory inside the game directory and can be 
added near the end of your AUTOEXEC.BAT file, so long as it is above the 
“WIN” line. Note that UNIVESA will not work if you don’t have an SVGA 
card, and may not work if the SVGA card is too old. 


3. Why doesn’t my sound work? 


Sound hardware, usually a card of some kind, is required for sound to 
work in the game. If you hear sounds in other places in Windows, but not in 
the game, it is possible that there is a conflict of resources, where some other 
program that is running is controlling the card. Make sure the game and the 
Program Manager are the only two programs running (hold down the <Ctrl> and 
the <Esc> keys to get a list of currently running programs). Make sure your 
sound drivers are properly installed. If you have an older configuration, contact 
the manufacturer of your card for the latest sound drivers. 


4. General problems 


Make sure the game and the Program Manager are the only two 
things running (hold down the <Ctrl> and the <Esc> keys to get a list of cur- 
rently running programs) as things like screen savers and runtime virus check- 
ers Can sometimes cause problems with other programs running at the same 
time. 


5. Windows 95 


Please be aware that this product has not been tested with Windows 
95, since the only version available at the time of release of the product was a 
beta. If the above suggestions do not solve your problem with Win95, feel free 


to call us, but be aware that we cannot guarantee that it will work. 


Hardware Contact Info 


Some of the numbers below may be out of date, so wherever possible refer to 
the documentation regarding technical assistance that came with your 
machine. ‘The vendors or manufacturers of your hardware should have updat- 
ed drivers for your system, in case you need to get hold of them. 
Additionally, most manufacturers maintain online support, through services 
such as Compuserve and America Online, or bulletin board systems that allow 
you to call up from your machine and download the updated files. 


Computer manufacturers 


Packard Bell 

AST 

AT&T 

Compaq 
CompuAdd 

Dell 

Epson 

Gateway 
Hewlett-Packard 
IBM 

‘Tandy 

‘Texas Instruments 
‘Toshiba 

Zenith Data Systems 


Video Cards 


Ahead Systems, Inc. 

ATI Technologies, Inc. 

Boca Research, Inc. 

Diamond Computer Systems, Inc. 
Everex Systems 

Genoa 

Hercules Computer Tech, Inc. 
National Design, Inc. 

Orchid Technology, Inc. 
Paradise 

Trident 


‘TrueVision, Inc. 


800 733 4411 
714 727 4141 
201 898 6000 
713 370 0670 
800 456 3116 
800 624 9896 
213 Sa 9955 
800 846 2301 
208 323 2551 
507 253 5005 
817 878 6875 
512 250 7407 
800 999 4273 
312 745 2400 


510 623 0900 
416 756 0711 
407 241 8088 
408 736 2000 
510 498 4411 
408 432 9090 
510 623 6050 
800 253 8831 
510 683 0323 
800 832 4778 
415 691 9211 
317 576 8788 
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Tseng Labs 215 968 0502 
Western Digital 800 832 4778 
Sound Cards 
Creative Labs 408 428 6600 
Diamond Computer Systems, Inc. 408 736 2000 
Ensoniq 610 647 3930 
Gravis 604 431 1807 
Media Vision 510 770 9905 
Orchid Technology, Inc. 510 685'U3Z3 


Still Having Problems? 
Before You Cail... 


In order to allow us to help you more effectively, please try to follow the sug- 
gestions below before you call for help. This will assist us in finding the answer 
to your problem as quickly as possible, so that you can begin playing and enjoy- 
ing your new game. 


1. READ AT LEAST THE FIRST FEW CHAPTERS OF YOUR DOS OR 
WINDOWS MANUAL. The more you know about the operating system that 
your machine is running, the easier it will be for any technical support to help 
you solve any problems. You should at least be familiar with how Windows 
commands work, what disk files and directories are, and what utilities are avail- 
able on your machine for editing text files. 


2. FIND OUT AS MUCH AS POSSIBLE ABOUT HOW YOUR MACHINE 
IS CONFIGURED. What version of what brand operating system is running 
on the machine? (At the command prompt, type “VER” and hit enter to find 
out what version of DOS is running) What kind of chip is running your 
machine? (‘486? ‘386? ‘286? 8086?) How much memory is in the system? How 
much conventional memory is free? (Free conventional memory should be 
above 590k or so) How much hard disk space is free? What kind of video card 
is in your machine? (SVGA? VGA? EGA? Brand name?) What kind of sound 
card, if any, is in your system? Do you have a CD-ROM drive? Are you using 
Stacker, Doublespace or some other kind of disk compression? Are you using 
QEMM or some other third party memory manager? If Windows 3.1 is 
installed on the machine, you can run Microsoft Diagnostics to find out some of 
these things, if you do not already know about them (type “MSD”, then hit 


<enter> at the command prompt). If necessary, call whomever it was that orig- 
inally configured your system to answer these questions. It’s also a good idea 
to print out your CONFIG.SYS and AUTOEXEC.BAT files (usually in the 
root directory of C:) and keep the printouts handy. 


3. SET UP THE COMPUTER NEAR THE PHONE WITH THE PRO- 
GRAM INSTALLED ON THE HARD DRIVE. It is very difficult for tech- 
nical support to troubleshoot a computer problem over the phone without hav- 
ing access to the machine in question while it is running. If this is not an 
option, list every detail about the occurance of the problem, including all per- 
tinent system configuration information (such as that described in the previous 
paragraph), and keep this list handy when calling tech support. 


4. DEFRAG YOUR HARD DISK. Non-contiguous files on a hard disk can 
sometimes Cause strange and mysterious things to occur. While in the game 
directory, type “CHKDSK *.*”, then hit <enter> at the DOS prompt to find 
out if all the game files are contiguous or not. A hard disk can be defragment- 
ed, or defragged, by using a disk utility program such as SPEEDISK, which is 
packaged with Norton Utilities, or DEFRAG, a program included with MS- 
DOS version 6.0 or above. This reorders disk space, making stored files con- 
tiguous. Ifa hard drive has not been defragged for more than a month, and 
has been used even moderately, it is likely that many of the files on the disk 
have become noncontiguous. 


5. CHECK FOR VIRUSES. Viruses can mess up even the most carefully 
configured system. Use a memory-resident virus checker (such as VSAFE, a 
utility that comes with MS-DOS version 6.0 and above) whenever you insert 
new disks into your machine, and run an anti-virus utility (such as MSAV, 
another utility that comes with MS-DOS v.6.0 and above) before you call. 
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Technical Support 


If you have difficulties with this game and cannot find the solution in 
this booklet, please call our Technical Support Line at (617) 225-0848, 9 
a.m.-5:30 p.m. EST’, Monday through Thursday, and 9am-5pm EST 
on Friday, and a member of our support staff will assist you. We will 
be best able to help you if you are at your computer when you call. 


Impressions Software also supports a BBS system to provide the lat- 
est product information, software updates, and software patches. If 
you have a modem, you can reach our bulletin board at (617) 225-2042. 


Information about Impressions can be found on several of the major 
on-line services. General information about Impressions games can be 
found in the following places: 


CompuServe: Type “GO GAMEPUB” and look for the 
Impressions section. 


GEnie: Type “M805;1” and watch Category 9 (“Strategy and 
War Games”) for the IMPRESSIONS topic. 
Prodigy: JUMP to “GAMES BB” and look in the 


“Strategy/War Games” topic. 
£yY p 


Impressions can also be contacted directly through the following 
addresses: 


CompuServe:  71333,463 
GEnie: IMPRESSIONS 
Prodigy: BCFP34A 


If you are not a member of any of these services, and are interested in 
obtaining more information, please contact: 


CompuServe: Dial 1 (800) 524-3388 and ask for operator #417 to 
receive a free introductory membership, $15 usage 
credit, and a month’s worth of basic services free. 

GEnie: Dial 1 (800) 638-9636 for a service representative 
from 8 a.m. to 12 midnight Monday through Friday, 
and from 12 noon to 8 p.m. weekends. 


or Use your modem between 8 a.m. and 6 p.m. to con- 
nect directly to GEnie at 1 (800) 638-8369. 
Prodigy: Dial 1 (800) 776-3552 and ask for extension 518. 


Impressions 
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